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Dear friends, 


some exciting things happened these weeks: for instance, I got a phone 
eall from Jack Greene (by far the longest distance call I got up to now); 
I met sevoral of you at the Brussels—Con; I got a long tape from Jim Dun- 
nigan (and had some problems, first, to get a cassette-recorder — I only 
have a normal four-track tape recorder ~ and then, to note as verbally as 
possible all the nice things he said about "Europa" and the huge amount 
of info he gave about SPI); I got several long and very kind letters from 
Tom Shaw, including some such enthusiastic comments about E that they put 
me to blush (but which I appreciated very much anyway, especially after 
having got some rather cool, not to say nasty comments from Don Lowry); 

I got. invited to spend a couple of days in Baltimore to attend AH's Su-— 
per Con "Origins I" (an offer which unfortunately I couldn't accept since 
it's somewhat problematic to hitchhike from Switzerland to Baltimore, 
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Sobey(UK),- 


Delete: Berloquin, Military Modelling, Nathan, Parsons, Pink, Pulsipher, 
von Staden. 


Delate, maybe: (they all got E 6-8; exceptionally, some of them will al- 
so get pages 1-2 of this issue —- as kind of mindbender; if they would li- 
ke to get the whole and further issues of H, please send some money: 


oO 
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Barly warning: The number given below is the last issue of your subscrip- 
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Airey 

11): Quite a lot - please, check in E 6-8, page 1 - and pay now: next 
a Pp ’ ; 
issue could be (you never know) a double—-number... 
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considering the small amount of cars crossing the Atlantic); and, last 
not least, I not only wrote a huge amount of letters, I also got a dozen 
and more each day, and a lot of you sacrificed a lot of time to really 
comment and to really reply on E 6-8: thank you. 


After all, no, I don't limit the possibility to subscribe to those who 
contribute also, though the idea isn't so bad as some of you thought ~ 
but of course, it would change the face and aims of E totally. ae 
Anyway, I still would like that most of you contribute or write (and com- 
ment, analyse) at least: as long as possible I would like to send EH main- 
ly to friends and acquaintances, rather than to an anonymous readership. 
Of course, I can't reply to all of the letters maybe - not only my bill 
for postage-fees is too high anyway, but also each page. I write in a let- 
ter could also be a stencil I could have typed for E (or "Bumm")... 

On the other side, without these letters I get and the ones I manage to 
write, E would not be what it is -— nor would I enjoy to publish it as 
much as I do. 


I bought an electrical mimeo-—machine which makes producing much easier, 
nearly (though not really) fun... This means, that it doesn't matter whe- 
ther 1 produce 250 (the amount of E 6~8's I mailed up to now) or much mo— 
re copies: i.e. I'd appreciate if you would help to find new subscribers. 
Also, it means that I can dare to write more words on a page (leaving 
smaller margins): i.e. this 42 pages you get this time compare to ca 46 
(or more) pages of former issues. 

Also, finally, the printing quality should approve - though not in this 
issue yet, I fear, since my type-writer obviously needs a new platen 
first, and also I have to get used to the new mimeo machine. 


The 134-pages monster issue of E 6-8 got well received, though some of 
you "had to stay up until the wee hour of the morning in order to finish" 
it (Gary Gygax), or had to repair the floor—boards "as the envelope drop 
through the letter box" (Peter Charlton). "CoSim world's answer to the 
'New York Times'" (Garry Austin), the "Hyde Park of wargaming" (George 
Phillies), the "gigantic chain letter or massive ‘letters to the editors' 
column giving the gamers a chance to say something about the hobby" 
(Cliff Sayre) seems to be a possibility to enjoy most of you, despite 

its style "that might best be called Swiss Shotgun", and "ignoring that 
the English sometimes sounds like a road company of The Student. Prince” 
. (Richard Berg)(who added a lot of positive comments to these nogative on- 
es — I heave to mention this, or he will complain again about bad editing). 


With all the letters you wrote and with all the reviews and articles I 
“got, I again could have filled at least a double-number issue... 

It's dangerous to write this, I know, since it could lead you to the im— 
“pression that you shouldn't write anymore or less at least or something 
alike. Please, don't react like this! 

But I promised that issue 9 will be a modest, normal, small, one—numbered 
issue. And, also, summer-time seems to make me somewhat lazy... And, un- 
fortuantely, I started much too late to type the stencils for this issue, 
which was planned to be in the mail latest in the end of June (and, ac- 
tually, could easily have been there, if I wouldn't have spent too much 
time by writing too lengthy letters and doing other things also). Sorry. 


But, these facts caused some problems. How should I organize this issue, 
what should I select to get published now, what later? A huge problem, 
indeed, especially considering that I knew that whatever decisions I'd 
make, at least some of you (and I also) will be frustrated. 

. Finally, I deceided, to make a special review issue, including only this 
material which would get 'rancid', i.e. reviews on brand-new games. 
This, of course, made it impossible to give the chatty mixture most of 
you like, it was impossible to form a normal E~issue (giving voice to 

as much of you as possible, covering as much areas as possible, ete), it 
even was still impossible to include a lot of other info and articles 
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and reviews which I really would have like to pass on now rather than so- 
me weeks later, which also might suffer by age, and which, maybe, some or 
even most of you would have preferred to the selection I made now. Sorry, 
but 42 pages are 42 pages, are 42 pages... 


I didn't include the some pages of adult-games-reviews I got, since E is 
mainly a CoSim-zine: those reviews will follow soon (and I certainly ap- 
preciated to get them ~ and would appreciate to get even more of them al- 
so)s I did not include any Dippy-page, by several reasons: I didn't get 
any outside-material, my own contributions got published in "Court Cirecu- 
lar" mainly, I am waiting for several replies needed to state what I'd 
like to state, and, last not least, nearly nothing of what I wanted pu- 
blish on the Dippy-pages will suffer by age; but, those of you having 
subscribed to # mainly because of its Dippy-part, may feel cheated: on re- 
quest I prolonge their subscription accordingly. 

You will not find some of the reviews, articles, Ops & Info contributions 
which you sent me: they all will get published, and, I hope, very soon. 

I totally dropped the ‘Hyde Park Corner', the discussion part; to my 
deepest regrets, I must ad. And I hope that this (by some different, more 
efficient, and better organization of my eS never has to happen 
again, since, at least in my opinion, this part is the most important of 
E. 


Now, for the good news: don't be too sad. You will get issue 10 (or will 
it be 10/117?) soon, and not much later than you would have got a double- 
number 9/10 ~ the other possible solution of the problem... I am going 
to spend some days of vacations now (in the Southern part of Switzerland, 
where my wife Hanni is waiting for me for over a week noWie.), then 1 
shall publish my Dippy-—zine "Bumm", and then - assuming that no other 
vacation-trips get planned - I immediately shall start to type the sten- 
cils for the next issue of E, which should get mailed in August, follow~ 
ed probably by a September issue - if your contributions go on to arrive 
in such huge amounts as up to now (and I certainly hope, they will). In 
October, we shall spend two weeks in England, mainly on the Norfolk 
Broads, with a graduating class of Hanni — therefore, don't expect too 
many letters from me in the next months: I'll be really busy, I fear. 


This, of course, allows you to still contribute to the discussions (etc ), 
of EB 6-8: though a lot got commented already, I am still glad for each 
additional opinion. 

And, also, I should comment Leif-Arne Furevik's remark: "...if you still 
want it and none of the big shots hawe crowded me out by then": even they, 
the 'big shots!', might be interested what the Europeans think about the 
games they reviewed also — when finally, some months later, we also got 
the games here. And, never, neither a topic nor a game, is out—discussed. 
At least not in E. 

By the way, Stephen B Patrick, wondered why "the greatest amount, by far, 
of the contributions, both in number and length, were from the United 
States": Those European dealing with SPI-UK, for instanee, ge" their ga— 
mes (and SPI-zines) up to half a year later than the American players, 
and the other Huropeans still have to wait 6-8 weeks also until the sea- 
mailed games and zines reach them. Then, most of the Huropean-wargamers 
don't have the same experience with CoSim as a lot of the Americans, but 
especially, there is a lack of experience also to write in English: it 
costs the average not-UK Huropean player at least twice as much in time 
and effort to contribute to E than it does an American... 

He is writing a publication-survey (cf-S&T 33), but "however, I am at a 
loss as to how to describe the zine because it is so much of a collage." 
Can you help him (some reviewers of E obviously have the same problem and 
help themselves by mentioning that E is interesting for Europeans only...) 


Finally, please note my new address (p 1). That's it ~ I hope you'll en- 
joy this issue despite of everything anyway. Yours ‘ 
joy is 2 e despi every g yway DQiar eS 
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FANTASY RAMBLINGS, MAINLY ABOUT DUNGEONS & DRAGONS (by Gary Gygax, USA) 


According to my rough outline this is supposed to cover first adventures, 
including the equipment a party would typically take on first expeditions, 
what spells low-level magic-users and clerics would have most need for, 
usage of hired men-at-arms, and some typical accounts of first adventures — 
(the hit—and—run technique being stressed). All that seems rather staid, 
for any readers who have acted upon the first couple of articles in this 
series have already gained such knowledge by this time. As I am also ve- 
ry pressed for time at this particular moment, it seemed a good time to 
more—or-less cop-out without actually doing so at all. Those of you who 
would enjoy reading an installment pertaining to first adventures in a 
dungeon should advise your Good Editor, and he will in turn advise me to 
stop fooling about and get busy. This brings me (quite illogically) to 

the current overview of D&D. 


There are flaws in the current presentation of D&D. The primary one is 

in the combat system. Secondary ones include awarding of experience points 
and dungeon layout and monster placement. None of the flaws seriously de- 
tract from the game PROVIDED it is played rather than read. To play one 
must, of course, either have arrived at a set of conclusions oneself or 
depend on the referee's ability to adaquately handle the task. The first 
supplement ("Greyhawk") treats the combat system and experience suffici- 
ently to at least help clear the problems somewhat. The system of solo 
dungeon creating presented in "Strategic Review" I,1 should prove to be 
some small help regarding the whole matter of what typical levels should 
contain. There are other problems not yet covered anywhere. Still, none 
of these difficulties are serious, as I said before. 


The charm of playing fantasy games is the unexpected. Sandy Hisen stated 
that the mystique of D&D was lost after reading the rules. Perhaps, but 

I have not found it to be so. A few days before writing this letter I 
played a pair of adventures in Dawe Arneson's "Blackmoor". His approach 
and interpretations are sufficiently different from mine as to ALWAYS: 
make adventuring in his campaign a journey into the unexpected for me. 

It is my personal view that campaigns SHOULD vary from one to another; 
that a player from Greyhawk going into Blackmoor (or any other non—rela- 
ted campaign) should be at a loss as to what to expect. It would be no 
major problem to make much of D&D absolutely hard-and—-fast at this point, 
for the thousands of players have made it pretty obvious which areas 

need clarification. I do not think it would be in the least desirable to 
do so. It benefits the game to remain unclear and ambiguous in areas — 
if a referee feels he must absolutely know something (rather than just 
make arbitrary decisions to please his own sense of fantastic gaming 
then I (or another at TSR) will always be available to answer the questi- 
on (probably not at all how he wished, and he'll end up making his own 
ruling anyway). 

George Phillies finds that the appeal of D&D might rest in its fulfill- 
ment. of role playing, i.e. allowing participants to imagine themselves 

aS some super—powerful (or just plain extraordinary) character in a fan- 
tasy world. Perhaps so. It is my opinion, however, that there is another 
explanation for the popularity of the game. It is simply that it is a 
constant challenge. A never-ending exercise in problem solving, with va— 
riable kno and suddenly—known unknowxs. It is a challenge to the refe— 
rees, for they must keep the players guessing and working hard to pro-~ 
gress. Likewise, the players must try to solve the myriad new problems’, 
posed by the fiendish and clever referee. In any event, the whole questi- 
on of the popularity of D&D cannot be answered simplisticly, for it is a — 
combination of many factors I am certain. I appreciate the analysis made 
by George, for it started me thinking seriously about why the game was 
doing so well. I know I would appreciate reading what others have to say 
about this, and I hope that a few more vages of "Huropa'' will be spared 
for such comments in some future issue. It isn't quite the same as being 
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to sit down with ail of you for a good bull—session, but it is better 
than nothing at cail, no? ae 


Just as a brief note to..put the whole thing into prospective, while D&D 
is currently in its third printing, it is not actually all that big a 
deal. A typical AH game probably sells more copies in its first six month 
than D&D will in its first two years. Nonetheless, its popularity is gra- 
tifying to me — not so much because I had a hand in authoring it but be-— 
cause as an editor I hit upon something which many of my fellow gamers 
enjoy as much as i do. This sharing is by far the most gratifying aspect 
of the whole thing. (Honest, fellows, those old royality checks don't 
mean a thing, and you may desregard rumors that I drink only imported wi- 
nes and beers these days... 


Fantasy gaming is here to stay, this I believe. "Chainmail" and D&D have 
competitors now. SPi is readying a fantasy title called, as I am given to 
understand, "Sorcerer", The proverbial band wagon is being jumped upony 
but even the biggies’ are going to have to go some to go ahead of TSR — 
at least as far as criginality and imagination are concerned. Many of 

you are probabiy aware that we have released another fantasy/sword & sore 
cery title, "War of Wizards". The author of this game is an extraordina— 
ry individual indeed, but before = pass along some information about him, 
I should explain about "War of Wizards" (on the off chance that all of 
didn't immeciateiy rush off your orders upon learning it was availab— 
ke). 


"War of Wizards" is a two player game. The set contains a rules book, two 
Sheets for orders, two sets of die-cut counters, and a playing board with 
two dias areas and a gridded space in between. Simply stated, the game is 
a duel to the death between two magic-—using opponents who send spells at 
eachother in orcer to eliminate the antagonist as quickly as possible. 
The counters are the spells. They move along the grid at varying rates, 
and they do varving avounts of damage (assuming they manage to rech the 
opponent). The »layers have the choice of being either sorcerers or 
priests, although the <ifference in the spells usuable by either is not 
great. There are something like 71 different spells (offensive, defensi- 
ve, and offensive/defensive) which can be employed. Use of any spell 
drains energy from the appropriate section of the spell caster's strength 
rating. Spell hits drain physical power. The game is very well done, re— 
- quires a carefully thought out strategy and a high level of tactical abi- 
lity to play well. A game carn last but a short time, but typically they 
last not less than two sours. 

Its author is Professor M. A. R. Barker, of whom I spoke abowe. Strange— 


ly enough, "War of Wizards" ss merely a little game which grew as an off- 
shoot of his major effort, "Empire of the Petal Throne" (and what follows 
should answer "Kuropa" 5-8's question about what "'Petal Throne” is...). 


Professor Barker is a devoted fantasy fan, and for some 40 years has work~ 
ed on the development or a superb fantasy world, Tekumel. This serves as 
the basis for a very complex and structured game which operases along li- 
nes similar to D&D (he states that the latter gave him the inspiration 

to formalize his hithertc amorphous rules for play, so the influence is 
discernable and credited). The similarity ends there. If one likened D&D 
to a trip through «a ‘fun house' at ea earnival, then playing "Petal Thro~— 
ne" could be likened to an actual expedition tu unexplored regions of 

the Amazon Basin. 

Tekume? was a hostiie worid partially conquered and terraformed by space— 
faring humans and some non—human allies. Before these invaders were able 
to complete this task a tremendous cataclysm ripped the planet and the 
balance of its solar system from the normal universe and threw it into 
some null-space. This disaster completely severed Tekumel from all outsi- 
de contact. I threw the invaders into chaos. Eventually, however, some 
order was restored, but the civilization was now about on a par with that 
of Medevial India, let us say. Spaece-faring technology was lost, but its 
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remains were considered as magic. In addition, a new DSi powers, 
along with new laws which apply in the space which Tékumel inhabits, enab- 
le those psionically endowed to use spells! : 

The game is based on the current period, when the world of Te 
vided between warring human nations, nei tral non-human a 
still held by the extremely hostile native races (of wh 
ligent and one very powerful psionically), and vast une 
wilderness and poisonous native jungles. 


are intel— 


poke @ 


I previously ‘— 6-8) lamented that some other company was going to pub-— 
lish "'Petal Throne". TSR finally managed to obtain that honor itself, in 
co-operation with WAW Games. The full game package will contain three ru— 
les booklets, some forms useful for refereeing, two full-color maps of 
the world of Tekumel, and a full-color map of the city of Jakala, all bo- 
xed in a container with a medieval—type map of the Imperial Capitol of 
Bey Sy. The rules are well-written but will require some judg 4 

as D&D does, for to cover even every MAJOR contingency area in a game of 
this scope is abs ores out of the question. The maps of Tekumel are 
printed on SPI hex sheets (with permission of SPT), and the > of Jakala 
is done on a Ey se (22"x28") hex sheet. All maps axe printe ed on 
the plasticised paper similar to the "Star Probe" map but of even s 

or quality. 

The rules alone will cost just a bit more than D&D (inflation...), while 
the whole will be quite costly as the maps wili add considerably to the 
price, so TSR will make the maps avail TEs separately. i personally be- 
lieve that this will prowe to be the fines + fantasy offering ever presen— 
ted. It should be available sometime this summe-:. Shortly after the game 
is released we should have a set of miniatures rules available for table 
top battles involving the inhabitants of the ‘Empire of the Petal Per OnSrS 
and one of the major figure manufacturers has also expressed an interest 
in doing a line of special figures for the game. (The figures will, of 
course, be guite useful for ANY fantasy games also.) "'Petal Throne" will 


probably replace D&D as the favorite of the dedicated fantasy buffs. 
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Lastly, there is a trend to utilize more miniature figures in D&D play. 
The simplest requires that all players have the figures necessary to re— 
present their party with them when playing a dungeon Se ae At such 
time as they locate/are located by a monster the referee uses a marker to 
note walls, doors and the like on a plastic es of a grid. Ali conten- 
ders are placed down, orders are written for each figure (every turn), 
and the encounter progresses. It is lots of fun and adds greatly to D&D 
enjoyment: 


“(Tactical Studies Rules, PO Box 756, Lake Geneva, 


a» 
TSR rules/games also available by me, new eta ues Biel » Post 
fach 7, CH-4024 Basel,24, Switzerland; if you send the money ave 
Watts or Dave Johnson, don't forget to inform me at the same that 


you.did so — and especially what you wish to get for the money (they on— 
ly inform me that they got some money from you); if the items are in 
stock, they cet mailed immediately; if they are out of stock, you'll get 
them. as soon as they arrive — don't worry. If you would like to get in- 
formed about approximate arrival dats of out-of-stock items: please, add 
International Reply Coupons or 10p postage-fee. All orders over SFr 30.-— 
post-paid; mailing on your visk, insurance would be an extra Srasce =) 


STRATEGIC REVIEW 4/$2.50/SFr 6.50 (back issues available); BDUNGRONS & DRA-~ 


ube p3 
GONS @10/SFr 26.-; CHAINMAIL $5/SFr 12.50; GREYHAWK g5/SEr 12-50" (momenta— 
E 6/CFr 15.50; 


ry out of stock; reprint available end sng )3 AR PROBE § 
TRICOLOR $5/SFr 12.50; CAVALIERS & ROUNDHEA S/SE T.oU; RB WARPARE 
$4/SFr 10.-; TRACTICS ’ SO/SEE DOTY MOLET-ST DED | “DICH | Sur Ses Cae Se 
WARRIORS OF MARS S5/SFr 12.50.— For details, cf BE 6-8,28.- 
Available end August, newest releases: BOOT HILL ee 2.50 (Wild West); 


OSE a & SED, (T¥0 20—sided aace) ) B2.= [S¥. SFr ao 


TERONE Jos / 
ROS 
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THE SIEGE OF MINAS TIRITH (by Torbjorn Alm, Sweden) 


The tactical game recreates the climatic battle in J R R Tolkien's "Lord 
of the Ring" trilogy - the one that decided the fate of Middle Harth. 

The game lasts four days with 6 game-turns per day. The map, 19"x25" in 
three colours, pictures Minas Tirith, the Fields of Pelennor, the Outer 
Wall with it's forts, the river Anduin, and Osgiliath with the ford. Only 
three levels of Minas Tirith are on the map due to the scale, 800m/hex. 


No stacking is allowed, except for leaders. There are three categories of 
units: melee units, archers, and catapults, and leaders. Leader units add 
to the melee combat strength and increase the morale of own units within 
three hexes. The presence of an enemy leader decreases the morake. The 
net morale effect adds to the dice. Leaders can never be destroyed by ar— 
chery attacks, they only ean get killed during the melee combat phase. 
Rough terrain and slope hexsides double defense strength as usual, and 
ZOCs do not extend through wall hexsides. 


When the game starts, the Gondor player starts with a host in Osgiliath 
under Faramir and a number of units inside the outer wall and inside Mi- 
nas Tirith, including Gandalf. The Mordor player is forced to launch an 
attack across the ford in Osgiliath, and his first goal is to overthrow 
the host under Faramir and then march along the road to the Causeway 
Forts in the outer wall. The next task for the Mordor player is to breach 
the wall with the aid of the Nazgul in order to secure the forts and the 
road to Minas Tirith. In the meantime, Mordor reinforcements will arrive 
across Anduin at Osgiliath, The terrain inside the Outer Wall is rather 
rough with a lot cf slope and wood hexes ~ the road is therefore very im-— 
portant. In the third*turn (*reinforcement) for Mordor, catapults and 
oliphants arrive together with Grond, the hammer from the Underworld. In 
order to break the Great Gate of Minas Tirith, this unit has to be. brought 
up to the gate safely. At game-turn 19 the Gondor player obtains his 
first reinforcements, the Riders of Rohan and Theoden which enter from 
north. Two game—turns later, the Gondor player receives Men of Dol Amroth 
together with Aragorn at the south end at Harlond. At the same time the 
Mordor player loses his Nazgul (killed by Meery) and receives a less use~ 
ful leader, Gothmog. If the Mordor player has not broken the Great Gate 
yet, he will get in troubles, probably. 


The game seems to be very faithful to the book and does even make the 

book more clear! It is rather simple, I estimate a complexity of 3, and 
rather fast. 

There also is an optional scenario, called the "Ring Option". In this ea— 
se one assumes that the One Ring was brought to Minas Tirith. The game be- 
comes much more a vame of luck, as a bad dice throw means that the One 
Ring is lost to Sauron, who then wins a Tremendeous Victory. 


In the game, a mini-game called "The Battle of Slag Hills" is included. 
It consists of a rule appendix sheet with a map, size Ad4 (on the back—si- 
de of the rules-appendix), plus 10 unmounted counters (the ones of "Minas 
Tirith" are mounted). 

The map covers the Slag Hills and the Morannon of the balck gate in the 
north of Mordor with its two towers, Narchost and Carchost. Between the 
gate and the Slag Hills is a swamp. 

When the game starts, the Condor player puts his units on the Slag Hills, 
and the Mordor player puts his ores in the mountain and the rest of his 
units inside the Morannon. In order to win, the Mordor player must elimi- 
nate all Gondor wnits within 9 game--turns. 


"The Siege of Minas Tirith" has a professional design. It has die—cut 
units and comes with a 16 pages rules booklet. The rules have borrowed 
much from SPI and are simple to read and umerstand. 

I think it is a nice game, and I recommend it to Tolkien fans as a simple 
game with much of Tolkien flavour. 
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THE SIEGH OF MINAS TIRITH (by Harti Ammann, Switzerland) 
((wlh. Shortened, to avoid repetitions.) ) 


This is a game that should interest both wargamers and SF fans alike. 
It's a very realistic simulation (if it is possible to say that) of the 
battle described in TLOTR. 

The forces of Mordor (the bad guys) which are initially much superior 
ATTEMPT to cross the river Anduin against the opposition of the forces 
of Minas Tirith (the ones with the white hats), and then race forward in 
the shortest possible time to surround the city of MT, attacking and ta— 
king the Outer Wall and the Causeway Forts in the process. 


The rules are simple and without any great problems, NAW style with some 
changes and additions. The game is therefore suited for beginners. 

Play itself however isn't quite so simple especially for the Mordor play— 
er who finds himself under heavy time pressure. His aim is to reach MT, 
surround it, and if possible even take it. He has to move his units so 
as to gain the maximum of ground. He also has to make clewer use of. his 
Nazgul which can do a lot of things normal,units cannot. On the whole, 
time is too short for him to waste any of it. 

The Gondor player on the other hand must try and delay the progress of 
the Mordor forces as long as possible and inflict as many losses as he 
can. Initially his forces are weaker and scattered. It is only towards 
the end of the game that his reinforcements arrive and he gets the bene— 
fit of the arrival of dawn. 


The map is very colorful and full of terrain, however half of the map is 
never used, as most of the action takes place along the road leading from 
Osgiliath to Minas Tirith. 


For only five dollars this is a good buy considering the amount of bad 
games that are on the market. Good for FIF playing with beginners. Play— 
ing time is about two hours. People who know wargames might think this 
one too simple, 


((Available from: Fact. and Fantasy Games, PO Box 1472, Maryland Heights, 
MO 63043, USA: $5.00 plus 41¢ postage, i.e. European price: 95.41.~ }) 


wilh. Cf also E 6-8,26.— 'HP' in "Signal" 79,3: "Counters die-cut, quite 
good (...)Interesting and well balanced." For F&F's opinion on their ga- 
me, cf "Signal" 77,5.— "Midwest Gaming Review" (Len Seensny, 734 Lawn— 
view Ct, Rochester, MI 48063, USA;cf zine-reviews in E 10): long review 
by Bill Somers, including a few strategical notes. "Both games are enjoy— 
able, but there are a couple of problems in the set-up of the Minas Ti- 
rith scenario (...)But these are certainly not serious flaws. Minas Ti- 
rith remains a fast, simple, and challenging game, well worth its five 
dollar price." The 'Thumbnail Analysis! in "Panzerfaust!! 68,37/38 conc lu— 
des: "MP is the best Tolkien boardgame yet. (...) I would especially re— 
commend it to Tolkien buffs, as well as to anyone interested in pre—gun- 
powder battles." 


SIEGE! (by Harti Ammann, Switzerland) 


A game representing siege warfare of the period 50-1400 AD (in my opinion 
even to the late 16th century as the game includes quite powerful cannon). 
Actually not a whole siege is represented but only the part of the stor- 
ming of the fortress. ; 


The playing area is 41x52em (ca 16"x21") and includes clear terrain, 
woods, streams, roads, buildings, slopes, and in one corner of the board 
the fortification. The fort printed on the board is part of a medieval 
town with an outer wall plus towers and a gate. Inside the wall there are 
buildings and a castle on a hill. For those scenarios in which another 
type of fortress is used there are separate hex—sheets with that fort 
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printed on them which have to be trimmed and are then placed on top of 
the medieval town, thus creating the new terrain. 


The counters are die-cut and are of slightly lower quality that what one 
is used to from SPI/AH. They aren’t bad howewer. They are printed in : 
three colours: green and orange (very pretty!) for the fighting men, and 
brown for siege machines and various other counters. The counter mixes 
for the fighting men are identical and provide much more counters than 
are needed for the given scenarios. 

The rules come in a booklet. Unfortunately they are a total failure in 
some points. Especially the rules for line-of-sight (LOS) are insuffici- 
“ent, to say the least ("Use common sense when determining whether a LOS 
is blocked, as due to the complex nature of the towers and walls, it 
‘would be impossible to mention every case of a blocked LOS"). When stare 
ting to play the first scenario I had no idea whether siege machines 
which belonged to the defender could fire out of the town and how. 

Apart from this there are various minor points which aren't clear but 
which can easily be agreed on. They are more of a nuisance than a prob— 
lem. 


The game itself is easy and simple to play: Missile fire (archery and ma~ 
chines) is followed by movement and combat. Melee units have a certain 
type of armor (none, half or full) which may change the die-roll when re~ 
solving combat. 


There is a whole array of siege machines like trebuchets, mangonels, cul~ 
werins, etc (if these names don't mean anything to you, there is a pic— 
ture of the machine en each counter) which can fire anti~personel, anti- 
fort or make fire attacks. Anti-fort attacks are usually. employed te ma— 
ke breaches into the walls while fire attacks can start fires in wooden 
objects such as buildings or woods or other siege machines. Once a fire 
is started it may spread to other burnable objects making this game wery 
-enjoyable for pyromaniacs. I must confess that it is great fun to watch 
the buildings in the city burn down one after another in a few turns.— 
There are also a few counters (Dragon, leader, superhero) for which there 
aren't any rules at all. I guess the idea is that you make them your— 
self. : : : 


The object of the game is of course the town. The attacker has to try . 
and get in there in the least possible time with the least possible los— 
ses. Victory points are awarded: 1 for each enemy unit eliminated, and | 
for the attacker only: 2 (5) points for each turn he has a unit on the 
walls (in the town). The game is won by the player with a 2:1 ratio of 
VPs at the end of the game. I think these victory conditions are rather 
“sloppy since the attacker must be pretty lucky if he is to win and the 
defender doesn't have a chance at all. Of course this depends also on 
how you interprete the various unclear points of the rules. I'd suggest 
one play two games with players changing sides in between and the player 
‘with highest VP total being the winner. 


On the whole this is a highly enjoyable game, fast moving and bloody. I 
really had a great time playing it. It does have its drawbacks though, 
cf above, and it makes the impression of a game that isn't quite finish 
ed yet. It is to be hoped that the designers work some more on 1 -and ~~ 
especially clear up the rules. To those who like to tamper around and ma-— 
ke their own wersion of the games they buy, I can recommend this game | 
very much as the extra counters provided are an invitation to design 
your own scenarios. My wish is that some fan of medieval warfare would 
design a whole siege campaign — something like a "War in the Hast" of 
the dark ages... : . 
Considering the low price I think this game is worth looking at by any—~ 
body looking for a game of that period. 

((Fact & Fantasy Games, PO Box 1472, Maryland Heights, MO 638043, USA3 

B5 plus 92¢ postage; they hope to bring this postage down by re-vamping 
the counters.- Cf F&F-interview in E 10.)) 
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TABLETOP GAMES: (11 The Green, Ruddington, Nottingham, NG1l1 6HJ, UK) pub— 
lished the game "Galactic War", a tabletop game: 30th century (2975), the 
Solar Federation against the Proxima Centauri Alliance. Similar space na-— 
vies and similar weapons/defence systems, i,e. the tactical capabilities 
of the spaceship commanders should deceide.- 2 Starships, 4 Space Cruisers, 
6 Patrol Ships per side (you have to cut out the coloured counters youre- 
self); SiMov; turning along the hexsides of a cardboard-hexagon; no map 
(played on a table e.g.)} a few pages with simple rules; die-roll seems 
to be important, if not decisive, Only 75p (UK: pp; Europe: unknown pos- 
tage feces). 
(In the end of June they also released "MTB", an U-Boat game; 1942/43, 
English Channel; attack and defence of coastal convoys.- Further games 
planned: "U-Boat", "Ballistic Missile", "Micro Battle" - and a futuristic 
war between robots. No further info got: prices, postage, details??) 


BOOT HILL (TSR, POB 756, Lake Geneva, WI 53147, USA; $5; or SFr 12.50 by 
"Europa")in eatchwords: Referee not absolutely necessary; roll percentile 
dice to determine characteristics of figure (reflexes, aim, courage, 
strength); experience might be gained, past events of former games might 
therefore be reflected in successive games.— Rules booklet (it is a minia - 
tures/tabletop game): Basic, advanced, optional rules, campaigns rules; 
some subtitles: Brawls, Minor Cmracter Morale, Setting Up a Town, Sharp— 
shooting, Dynamite, Posses, etc; Appendices include an "OK Corral" Scena-— 
rio and the "Battle of Coffeyville", give prices and wages, etc. -— Rules 
by Brian Blume and Gary Gygax, who writes: "The rules are lots of fun, 
and not to be taken too seriously as far as Brian and I.are concerned." 


THE STRATEGIC REVIEW (TSR; 1/50¢, 4/91.50; Europes 4/SFr 6.50, 1/SFr 2.- 
from me, or $2.50 and 80¢ respectively from TSR) 1,2:Editorial; The Stra- 
tegists Club founded; Cav & Roundh additions; Wargaming notes; Question— 
box D&D; new D&D characters: The Roper (a monster), and The Rangers class; 
Medieval Pole Arms (description of the arms); Pz Warf additional unit or- 
ganizations; TSR news.— Fall issue: a monster "monster" issue, ete. 


THE SPANG BLAH (Jan H Finder, PSC Box 614; either: APO NY 09293, USA, or: 
US Air Base, [-33081 Aviano, Italia} quarterly — and free for the asking!) 
Lots of SF—info - cons, addresses, awards, addresses, zine reviews, book 
reviews, etc etc: a must for SF-fans interested in contacts. 


SUPERNOVA (Rick Loomis, Flying Buffalo Inc, PO Box 1467, Seottsdale, AZ 
85252,. Upk: 5/823 Europe ?) 25: The last is sue edited by Lew Pulsipher; 
Rick Loomis will take ower now. Filled with very interesting reviews of 
a lot of SF, Dippy/SF, and Computer SF games. If-it is going on like this, 
and I am rather sure that it will, then it certainly will be the most re- 
liable and informing SF-~game-zine around. 


THE SPACE GAMER (Howard Thompson, Metagaming Concepts, Box 15346, Austin, 
TX 78761, USA; 6/%$3; don't accept overseas subscriptions): Announcement 

of a game (release fall), "The Ythri" (based on Poul Anderson's 'The Peop-— 
le of the Wind'), later "Hymenoptria’ should follow; Reader's Column; so-— 
me short game descriptions; A Stellar Conquest Strategy; a very uncomple— 
te SF game survey (with 'Gorgemella', cf below, on top of the lise es 
article: A Hugo for Games? (If you would be interested in this zine, or 
in their games — "Stellar Conguest" up to now, cf E 6-8 - I might arrange 
a bulk order; please, let me know. 


GORGAMELLA, on top of the SF game survey (by Thomas Galloway) which got 
recently published in several zines, "is presently in the playtest sta ge 
- (five PBM games going). Basically it is a multi-player, limited—intelli- 
gence, space, economic/wargame. The basic game is quite simple, with em— 
phasis placed on command control (communication, not the random stuff you 
find in SPI's games). A friend has written and is pieveces ae "Gorgame ]l— 
la X", a monstrous expansion. Best described as a Midgard of the skies. 
Both will be published in one game later this year. One nice side effect 
of the game is that it provides for a fantastic wehicle for press." (Tho- 
mas Galloway). 
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SOME THOUGHTS ON "WAR IN THE EAST" (SPI (by Tom Oleson, USA) 

What is a"simple! game? Is Avalon Hill's "Stalingrad" simple? Chess obvi- 
ously isn't. It's not an easy question to answer, and just because a game 
(like "Stalingrad" or chess) has few pieces doesn't make it simple. 
"Stalingrad" has been around a long time, and is probably the most analy— 
zed war game of all, but there is still no consensus on ideal strategies, 
or even on play balance. 

With this in mind, it's always risky to pontificate about the favored si- 
de in a given game, because a skillful and knowledgeable player may come 
along and show you, for example, that the Germans CAN win in "D-Day" or 
"Stalingrad". 


But until that happens to me, I argue that the Russians don't stand a 
chance in the Stalingrad scenario (1942) of "War in the Hast" (WITE). 
This scenario lasts 30 turns, 16 of which are fair weather, during which 
the Germans use a much better CRT, and have a much better supply radius. 
I beliove that during that time they can decimate the Russians in the ex- 
act sense of that often mis-used word. They won't have a chance of a la- 
ter counter-attack, even if they sacrifice territory to save units, to 
the maximum possible. 


At the start of the game the Germans have 974 combat factors vs 631 for 
the Russians, a 54% advantage. This is counting all Russian infantry di- 
visions in their unfortified state, and counting Russian anti-tank units 
as 5 factors (0-1-10, but halves attacking armor). 

Of course, the Germans must attack at least some Russian positions doub— 
led from fortifications or terrain, but balaneing this is the large and 
important German air superiority, the extra mobility of the German units, 
and the Russian requirement to cover their entire front with infantry zo- 
nes of control at the start. Although the Russians move first in this 
scenario, they can not adjust their line to the optimum. 


The German task is to capture and hold 8 personnel centers. Leningrad and 
Moscow total 5, and more than 3 are not far east of the southern front. 

I believe all of these can be captured well before bad weather, and kept 
in supply and defended after it arrives. 

After 10 turns, exclusive of lasses, the Germans would have 1155 factors, 
the Russians 701, counting stipulated replacements and reinforcements, a 
German advantage of 65%. . 
After 20 turns, the comparison is 1258/878, Germans advantage: 44%, At 
the end of the game, that is the first month of the winter of 1942/48, 
the German total would be 1886, vs 1058 for their opponents, an excess 

of 26%. 


This is obviously theoretical, as there will be considerable losses from 
the start, but the point is to show that during the entire scenario the 
German army is much stronger numerically. This is surprising to me, and 
the reason why the scenario fails, in my opinion. 

Of course, the CRT and supply rules do shift towards the Russians as the 
weather worsens, but the above analysis ignores the losses they will suf- 
fer before then. In my experience of the game, Russian losses are heavier 
than the Germans during the first 16 turns at least, if indeed they have 
not sued for peace before then! I would certainly expect that, between 
equal opponents, at the end of fair weather the Russian army will be less 
than half the strength of the German, which will have amply fulfilled its 
victory conditions, and can open umbrellas, don rain coats, and sit back! 


I would like to comment briefly on three of the semaining four versions 
of WITH: 


The 1941 (Barbarossa) scenario is exciting, well—balanced, and itself 
worth the price of the game. I only regret that it is not longer: it ends 
the second week of November, on the 20th turn,and the fourth turn of mud. 


E 9,18 Tom Oleson: WITE 
HHH KH HHH HHH HHH HHH KK KEKE KKK HK HK EHH K HK IER KH KKK EK HK KI HKK K EK HEH 
During the first 16 turns the Germans continually feel they have victory 
in their grasp, but during the last-4 turns they are likely tc discover 
that it will just elude them. Aithough the first winter is no picnie for 
the Germans, it would be interesting to see if one final lurch forward 
might do it for them. This is not to say that the Germans can not win 

the Barbarossa scenario, because it is easy for the Russians to blunder. 


The WITE Campaign Game (1941-45), with its sophisticated production sys-— 
tem, obviously must have required lengthy play—testing, which would also 
‘serve to prepare the Barbarossa scenario. Perhaps this is why it so well- 
. balanced. 


The Kursk (1948) scenario I found to be an interesting exereise, but ra- 
‘ther a lot of work for the fun you can get out of it. The balance of for- 
ees at the first turn is Axis 800, Russians 983, an advantage of 28%. 

The scenario notes speak of the Germans trying to take Leningrad, Rostov, 
er Voroshilov, and state that "the Russian player does not have suffici- 
ent forces to set up perfectly all along the front", so the Germans will 
find "weak spots". 

Considering that the Russians first set up 105 factors of infantry divi- 
sions, after which ALL the Germans set up, and only then do the Russians 
set up their remaining 875 factors (rule 33.4.4), they can easily antici- 
pate and block any potential German attack, as they did historically. 

In fact, the Russians need only commit first those 1-4 divisions they 
wish to fortify at the start. All the Russians need to do is note the lo- 
eation of the German armor, where it could reach on its first phase, and 
block it with an impenetrable wall. Moreower, the terrain on the German 
side of the line does not favor shifting from one axis of attack to an- 
other, to confuse the Russians. The CRT is also very costly for the Ger- 
mans. 

The Russian force includes 150 factors of artillery (10-1-10), which can. 
‘make mincemeat of any German line that is not very well prepared, and ai- 


~.ded by terrain, Last but far from least, in this seenario the Russians do 


become rapidly and progressively even stronger than their adversary, and 
they finish with 3 mud turns. The goo is on both sides of the front, but 

I believe it hurts the Germans more. 

The Germans must take a personnel center to win. I cay they're foolish 
even to try, because they can not stand the loss that would be required. 
If they lose more than 1 of the 7 centers they hold at the start, the Rus- 
sians win. Since the Russians can easily take Orel, the challenge of this 
-‘game is for the Germans to eke out a tie, and it won't be easy! The con— 
gestion and strength along both sides of the front is reminiscent of 

1914: 


There is one quirk in the WITE rules which the Germans can use to advan-— 
tage especially in the 1942 scenario, when they don't need it, but most 
‘especially in 1943, when they do. In fact, it is a rule which greatly sha- 
pes German strategy all throughout the game. In section 13 on Supply it 

is stated that an unsupplied unit has its combat factor halved, UNLESS 

the unit also can not trace a line of communication. Supply in WITE de- 
pends on the distance from supply sources. A unit might not have any hos~ 
tile units near it, and still be ex-—supply, simply because of its distan- 
ee from a supply source. Such a unit COULD trace a line of communication, 
because such a line is "a path of traversible hexes.leading from a,given 
unit to its Friendly mapedge... any number of hexes...",. Therefore, it is 
of considerable interest to the attacker that a defender be out of supply, 
but not out of communication. This can often be accomplished just by ope- 
ning up a gap while attacking, then closing it in the second phase. 

In 1942, for example, a clever German opponent of mine, Pete Menconi, pul- 
led back a few Finns north of Leningrad, theoretically restoring communi-~ 
cation to the beleaguered city, but leaving it still remote from supply. 
His attack against my suddenly halwed defenders took the city long before 
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I could profit from the supposed gap in his line. 

In 1943, the Germans might use this tactic to take Leningrad, after first 
pushing back to Lake Ladoga (Leningrad is not eut off — although nearly 

so — at the start of the Kursk scenario). This might increase their slen— 
der chance of a tie, 

This trick is always of use to the attackers, not only to the Germans at 
Leningrad. One might observe that it appears to conflict with the Continu— 
ous Line rule (22.0). I do not believe so, first of all because the Axis 
are not obliged to maintain a continuous line in the Finland area, and . 
even so, they can open a gap in their line after the first movement phase, 
attack a defender thereby put "in communication", and close the gap on the 
second phase, only after which the penalty for such a gap would be levied. 
Even if the Germans were obliged to keep a continuous line at the end of 
both phases, as a wariant rule, they could still work this ploy by using : 
a few Kampfgruppen to bend their line back from the true front, behind the 
pecket which they whised to attack, and still giving the defenders their -+ 
theoretical line of communication. It would. be well worth it to attack 
halved defenders. Of course, the Russians can play the same tricks when 
they attack, without the worry of a continuous line. 

E must say that I find this rule peculiar. 


I hawen't played. the DAGC scenario (1944), altho I have played, without 
enjoyment, the separate game which is its name—sake, but the balance of 
lou. on the initial turn seems surprising: Germans 659, Russian 798 
+21% e : 
True, the Russians do grow stronger, and have other advantages such as air 
power, and the CRT, but one would have expected them to be at least as 
much stronger than the Germans as the Germans are vis-a-vis them in 1942. 
i was particularly surprised to see that at the start of Kursk the Russi- 
ans have 15 artillery units, at the start of DAGC only t2. Of course, in 
order to make the scenarios work it may be necessary that they be a bit in 
consistent with each other. I want to reiterate that this is just a super-— 
ficial glance at the 1944 scenario, indeed, I would be truly relighted if | 
Some one comes along to show me how I am utterly mistaken in my reserva- 
tions about the two seenarios I find wanting: 1942 and 1943- 


Even if that doesn't happen, the 1941 version is worth the price, and I 
can't wait to get into the Campaign Game! This is a game that will provide 
many happy hours of play and analysis for us all. 


((wih.: BACK-ISSUES: S&T 41,15: War in the East (St Patrick).— Moves 13,28: 
The Numbers Game in WITE (R Lockner); 16,23: Pinning Down WITE (C K Sar— 
gent); 17,25: WITE Errata; 19,18: Organizing the Russian Industries (LE 
Brewer) ; 19,7: True Confessions: WITE (J Dunnigan, T Walzyck, 2 Simonsen); 
20,4: Russian Defense (0 Oztunali); 20,8: Stalingrad Scenario Tactics (J 
Thomas); 20,14: One Player's Experience (M Saha); 20,15: Barbarossa Scena— 
tio OB,~ The K 9/2:4 (Berg); E 3,30 (Lindner); E 3,35 (Oleson); E 3,45 
(Review quotations); E 4/5,49 (Oleson); Krieg 37,3 (Jeffery): reviews.— 
GRPSHT:1 War in the East at St Clair.Shore; JP 2,7:21: DNO/Unentschieden 
vs WITE; JP 2,7:10: NATO in the East: WITE variant.—) ) 


wilh. Tom's article was written more than a half year ago; it suits well. 

now to our article~storming project. : 2 
Tony Jones and Mark Saha sent me some thoughts on 3R-Strategies, Rian van 
Meeteren plans to write something about 3R also.-— Ralph Vickers wrote me | 
that he works on a Barbarossa article.- His PAA~article in E 6-8 got seve- 
ral enthusiastic comments, like "the best (artiele) yet in E for my purpo- 
se" (Mark Saha), Richard Berg will (at least partly) reprint it in "The K" 
ete ~ but up to now I didn't get any detailed reply: I know, it takes some ~ 
time to write such an article, and it might be difficult to add something 
to such an excellent article like the one of Ralph - but... 


May I hope to read your ideas and thoughts soon? 
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SPI'S NEW GAMES FOR _SUNME R (by Mark Saha, USA) 


This i not a review in the ordinary sense, but rather a 'preview!',. For, 
as I write this, the floor around my desk is stacked with many, many 

new games from SPl — with more to come? ~ that. [I have not yet played, 
but look forward to playing this summer. I feel fairly experienced hy 
this time in judging a game from reading the rules and studying the com 
ponents. And I'm satisfied, at least, that I'M going to have a good ti- 
me. 
Although I am not yet qualified to write a review, not having played the 
games, I've been given to understand that European readers may appreci- 
ate some initial reaction and general descriptions of all these new pro- 
ducts so as to hawe some very general guideline as to what they will 
themselves enjoy. [I will try to be fair. I've played a LOT of games in 
my time, and perhaps that counts for something in initial reactions, so 
here ey are? 


THE PRESTAGS ; CHARIOT, SPART \RTAN, LEGION, VIKING, YEOMAN (by. Mark Saha) 


chepscturay Sosa se ett hca ala ies eer trannies. La oatare arose tare NYE Se Ee a Se Se ee 


The Prestags are out — and they are beautiful! There is-no doubt, from 
a very first glance, that these are not mere indiwidual games but a 
tightly integrated 'library' that ean be used both for 'fun' and by 
students of the evolution of warfare from 1675 BC (a hypothetical elash 
between the Egyptians and Hyksos) to a final fiction Spanish-English 
sae 6 in 1588 AD. Of course, MOST of the battles are historical. Oceasi- 
al hypothetical clashes are thrown in either because there is no good 
niebor cal ere of a point ue designer wants to make, or simply 
because a good ‘fun! Game Plaver's scenario was discovered in playtes-— 
ting and was just too good to pass up. 
Why are these five games a complete set? First, the covers are all stri- 
‘kingly beautiful figures of warriors of their respective games; all fi- 
ve done in the same basic style, but in five different bright colors. 
They look like volumes of the same set, 


Mareover, each game includes the same set of Prestag instructions; you 
need only read this eight page booklet, and you know the fundamental ru- 
les common to all five games, Special rules and scenarios for each indi- 


vidual game are included with each title. 

Finally, all five games are designed on the same time /distance scale; 
this-is mainly to give the player/student a sense of perspective and 
eontinulity in progressing through history from one military system to 
another. But it also, incidentally, for what it may be worth, allows 
you to pit, say, Alexander the Great against Julius Caesar or Henry V, 
ete; in other words, you have a real'time machine for some fantasy ex- 
inclined. 


periments if so 
What about gamers who already own the earlier editions of these games? 
Is it worth their money to buy the 'new' title? I would answer by say-— 
ing thas, in the first place, these early warfare titles are ea ee 
tely of limited interest to the vast majority of ((American? wih.)) ga- 
mers, who currentiy prefer WWII or other armor battles. Bub if your are 
interested in hisyvory, and if you enjoyed the earlier designs of these 
subjects, you will very likeiy enjoy the new games even more. I would 
suggest you buy them, and buy the complete set if you can afford it. Be- 
eause if this is indeed your period of interest, you will not need an— 
ether game in a long, long time. 


Let me try to illustrate what I mean by first, quoting from "SPI Game 
Design Seminar II" in "moves" 20 ((p 21)): "A classic example is 'Pha-— 
lanx'. One most frequent question that seems to destroy individuals is 
the leadership rules that you can't move without a leader either in 

your hex or an adjacent one. I can’t tell the literally hundreds of let— 
ters I'we gotten on that saying, in effect, ‘You can't possibly mean 
that: that means that half of my army can't move sometimes.! Yeah, 
tight! That's the way it was, Charley." 


E 9,16 - Mark Saha: The Prestags 
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And Jim Dunnigan seems to agree, adding, "I think there are some unaecep— 
ted design elements which should be forced down people's throats, because 

I believe there should be an attempt to give historical information.(...) 
I think this is what people want. It's just a matter of how much you can 

give them at once." 


The Prestags series tackle this problem perhaps more ambitiously than 
anything else I've ever seen, and this is perhaps why it was necessary to 
have a complete set of five integrated games with counters and mapsheets 
to work from; and, of course, a total of perhaps eighty battles and a va 
riety of options. Players of the Prestags are offered their choice of MO- 
RE or LESS complexity, in Optional Rules, than the previous games. There 
is even, for those who are interested, rules for simultaneous movement! 


Moreover, designers notes for the series explain why Prestags attempts 
to unify five older games ("Armageddon", "Phalanx", "Centurion", "Dark 
Ages", "Renaissance of Infantry") into one compatible system: 


"Many of the older games differed widely in their levels of complexity 
and their attempts to simulate the various periods of warfare. For exam-— 
ple, in the original "Phalanx" system, each counter had an actual stack— 
ing point value and it was necessary to compute these values not only at 
the end of the Movement Phase, but also during the course of movement. 
There were also more restrictive leadership rules, that forbade a unit 
from effectively doing anything outside of leadership control radius 
(which was also more limited). In that game, a unit could not even turn 
facing to meet an enemy attack without leadership. 

A great deal can be learned from these games, the old five and the new 
fives by the game player about how and why game systems develop (...) 
During this series, we gradually realized that SPI had made a number of 
mistakes, both in the actual production and the game design conceptions, 
(...) Although people (some of them at least) enjoyed many of the game re~. 
strictions (leadership, feudal cavalry, ete) this could be overdone. "Pr 
stags" is attempting to satisfy almost all the people who will buy these 
games. There are at least two or more levels of complexity in every game. 
The scenarios have been checked for accuracy at least three times. Many 
of the inhibiting rules have been changed to moderate their influence. 
New scenarios have been included, and others revised," 


I must say that I am especially looking forward to playing scenaries with 
the Heavy Cavalry (Knights) in the "Yeoman" game. The rules regarding 
these rash aggressors are most intriguing. The moment they sight an ene— 
my unit (that emerges from woods, creast of hill, ete, into a Line of 
Sight) they must immediately go full charge at the nearest enemy: The ow— 
ning player loses all control, and his only choice is whether to support 
them with other units or let them go their way! The matter is complica— 
ted by enemy Caltraps which entangle horsemen; these are deployed on the 

_ board (though they were hidden in actuality), and the enemy has only to 
stand behind them to draw the rash knights right into them! Thus, in the 
sequential game, your opponent may actually have more control over your 
knights; but in the simultaneous movement version things are not so sim= 
ple. Moreover, the wise thing seems to be to hide your knights away in 
woods or behind hills so they can see nothing until you're ready for 
them. Even so, when they come out, you must beware of having them trample 
your own footsoldiers in getting the enemy! ; 


Richard Berg, whom I met in Santa Barbara earlier this year (and whom I 
greatly admire), said the most exciting of the ‘game player's! battles 
are to be found in the "Spartan" and "Legion" games. "Chariot" is the 
simplest of the systems, and "Yeoman" the most advanced: it introduces 
gunpowder, 

I'm sure Walter will be interested to know that "Yeoman" includes the 
following battles: Arbedo (1422)(Swiss vs Milanese), Hericourt (1474) 
(Swiss vs Burgundians), Nowarra (1513)(Swiss vs French), and Ceresole 
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(1522) (French vs Imperialists — including Swiss Pikemen)... 


The "Prestags" are a fine, beautiful set to have around the house. I am 
very enthusiastic. I have NOT yet played them — but I certainly look for- 
ward! 


((wlh, I certainly shall buy at least "Yeoman", maybe all games of the 
series — as soon as I have some money left over: or should I rather not 
wait and take it from the subscription—-funds? For me, at least, there are 
.too many new games around ~ too many also which look fascinating, but... 
who can afford anymore to compete with the speed new games get released, 
and who can collect them as up to now - with SPI alone planning to re— 
lease 37 games this year! (8th Fleet, Global War, 5 Prestags, Frederick 
the Gt, Pz ‘44, Mech Wary 4 Blue & Grey, Btl for Germany, 4 Modern Batt- 
les (Mukden, Chinese Farm, Golan Heights, Btl f Wiirzburg), Dreadnought -— 
all those released yet, and: Fast Carriers, WWI, Sorcerer, Napoleonic 
QuadriGame (Leipzig, Jena-Auerstadt, Marenge, Wagram), Oil War, War in 
the East, 4 Island War QuadriGame (subtitles not clear yet, maybe Iwo 
Jima, Okinawa, Guam) in different planning stages...We certainly have te 
change our habits ~ at least, I have to... 

No quotations for the above mentioned games, since I didn't see any oth- 
er reviews up to now, cf my remarks after Mark's "Blue & Grey" review...) 


SEARCH & DESTROY (by Mark Saha, USA) 


This is a new game based: on the previous SPI title "Grunt" (now out of 
print); again, I have not yet played S&D, but I played "Grunt" a few tie 
mes and so I do feel I have at least a certain perspective on which to 
base comments. I like the new game very much. I had always wanted to li- 
ke "Grunt" very much - I liked it enough to return to it from time to ti- 
me — but I realized it wasstoo innovative, breaking new ground with mi- 
yed and awkward success. Somehow, you felt "Grunt" ought to be terribly 
exciting when at best it was merely interesting; and you kept coming 

back to it, intrigued, feeling there was something you had misse® some— 
where, and this time you would find it and have an excellent game. 


"Search & Destroy" is a whole new game, though very similar in many res— 
pects, The new map is certainly similar, but also very pleasant and 
pleasing to the eye. As with "Mech War", there are only two colors; but 
much more nicely done: again,the brown hex grid and road berm; but the 
rest is a very pretty blue-green used for streams, forests, and rough 
terrain in various clever alternative ways. Again, a full 400 unit coun- 
ter sheet is provided, only this time a few tanks and APCs are added, 
Thus, ground assault scenarios are added to the previous airmobile stri- 
ke forces. Simultaneous movement is an option; and, indeed, many more op— 
tions of varied complexity are added. 


This seems to be primarily a 'game player's! game. I would say, especial— 
ly, if you are the sort of player who is interested in games like "Pa~ 
trol." or "Sniper!", but find them too much work, too complex, the paper— 
work too much trouble, then "Search and Destroy" is probably the perfect 
eompromise, Thus, designer John Michael Young remarks, "'Search & Dest 
rey” is a further attempt to discourage people from the Optional Rule . 
Syndrome, in which most players consider themselves cheated if they 

ean't play the game to the full complexity that is allowed in the game. 
This idea is absolutely incorrect. Many games may be played on several 
different lewels, each being equally enjoyable and an equal simulation 

of the original’situation, regardless of the complexity level. Too many 
people over the years have equated complexity with realism. What we are 
attempting to do im "Search & Destroy" is discourage those people from 
using the optional rules: The basic game consists of an extremely simple 
set of rules ani simple game mechanics. The Standard game is what we 

feel the average gamer will like in terms of complexity; the optiomal ru~ 
les are included solely for those gamers who like an extraordinary degree 
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of complexity." 

Finally, he sayssof "Grunt" (1971): "The original game, like many of the 
games of the period, was inadequate in the map, the counters, and, most 
especially, the rules. Nevertheless, it grew to be“popular game, and con— 
tained several good ideas which we have transfered into a new game with 
an updated format." 


S&D is, for those who don't already know, a squad level simulation of 
tactical airmobile and ground combat between American and/or ARVN and 
North Vietnamese and/or Viet Cong units in the period 1965-67 in Vietnam. 
The subject matter may still be too painful for many to enjoy as a game 
in the United States, but it is nicely done by a fine man and a crack 
game designer. It is a game designed to have fun, and also to teach 'clo- 
se up’ a lesson of recent history. 


((wlh. Not a lot got published on "Grunt"; Phillies' "Guide" mentions 
"Albion" 31 and "Der Volksiiger" 1,2:17 only; my files add Moves 9,8 (Er- 
rata, Sheet).- "S&D" got reviewed up to now only in "The K" 10,1:5, by 
Richard Berg, of course: "(...) game that quite accurately portrays the 
conflict on a platoon/company level (...) The basic structure of 'Grunt! 
has not been appreciably altered, although a few ambiguities have been | 
cleared, The main plus is the addition of some excellent historical sce- 
narios. Basic game still fairly dull — sort of hide and seek -- but opti- 
onal rules such assinterrogation (torture?!) and medical evacuation make 
the game quite interesting. Unusual CRT. Unusual CRT. Good game, with 
solid flavor of 'Nam — a bit different. FSM fatr’to good; selo, poor, B+" 
(Incidentally, the excellent "The K(ommandeur}' is available from Richard 
Berg, 305 E86St 9PW, NYC, NY 10028, USA: $8.75 a year; airmail $6.75 = 
not much for what you get: especially a lot of short, but early reviews, 
and not to forget the inimitable style of Richard: a must, I'd say!)) 


MECH WAR '77 (by Mark Saha, USA) 


This long awaited game started out to be a 'revision' of SPI's "Red Star/ 
White Star", but what whith new design techniques, new staff mempders, and 
about four years' experience it ‘got away! from SPI and became a whole 
new game. The most distinguishing thing about it is that this game is 
NEITHER Simultaneous Mowement nor a straight Sequential game. It combines 
both. And very simple. It works like this: (a) Although no SiMov movement 
plots are needed, at the start of each turn the player secretly denotes 
on paper what he intends to do with each unit. He may plot Direct Fire, 
Indirect Fire, Opportunity Fire, Close Assault, Counterbattery Fire, or, 
finally, he may simply plot Movement. (b) A panic determination phase is. 
now executed. Panicked units that were plotted to execute any type of 
combat fire simply have that plot cancelled. Units plotted to move will 
move on a ‘scatter! random direction table — but not until the Movement 
Phase! Thus, a player cannot wait to see where his panicked units move, 
and move his other units accordingly. (c) Firing Phase; all units plotted 
to fire may do so even though they are hit by enemy fire at the same: ti-. 
me. (d) And now, finally — Mowement Phase! Movement is SEQUENTIAL. Which 
player moves first is determined by the scenario being played. If a unit 
has been plotted to move — and has not panicked — and has survived the — 
fire phase — the owning player may move it AS HE PLEASES: This can re- 
sult in quite a few surprises, since —- remember — neither player knows _ 
which of his opponent's units have been plotted to move and whicn to fi- 
re, until after the firing phase, when it's too late to do anything 

about it! . 
"Mech War '77" is thus quite unique, as you can’see. And so it should of- 
fer some surprises. Moreover, it appears to be a much cleaner game than 
its predecessor in that there are fewer actual units on the board, The 
designer writes: "A simultaneous system (even one as simple as "Mech 
War's") require a ruthless paring of the number of units under each © 
player's hands. This is a design development criterion which can yield 
some interesting results." 


E 9,19 ; Mark Saha: Mech War '77 
KKK KKH KH KK KEE K HK KEK KKK KEK KKK KKK KKK HIKE KEKE KEKE KEK EKKO JE 
Among the more amusing simplifications mentioned are the rules for smoke, 
which are described as ‘a subtle compromise between too much and too - 
little. Both the Soviets and the NATO forces rely heavily on smoke... 

In fact, if smoke is used as liberally as doctrine calls for, West Germa- 
ny will be covered with one large white cloud. Some early playtesting 
used extensive Smoke Rules and effects. It was a lot of fun, The players 
would spend ome hour per turn playing meteorologist, moving smoke screens 
around the map and generally having a great time. In the interests of 
playability the role of Smoke is deliberately down-—played. We assumed 
that the battle would be a smoky affair and built smoke effects into 
“such things as: Panic and Range Attenuation." But the rules are given for 
those who wish to increase smoke effects nonetheless. 


Another fine feature of the Game Notes is an ‘open’ scenario: "Hach play- 
er assigns a geographical objectiwe to his opponent, giving it a point 
valwe of, say, 50 to 150 points. Then each player creates his own Order 
of Battle and Reinforcement Schedule. A time limit of between 12 and 24 
Game-Turns is selected in some random fashiun (...) Then the geographi- 
eal objectives and values are revealed. At the final tally, each player 
receives points for destroyed Enemy units and for seizing the assigned 
objective. If the total value of HIS units which he has committed to the 
battle exceeds the value of his objective (whether or not he took it), 
the excess is subtracted from his Victory Points total. If the total 
unit walue is less than the objective, then he adds the difference to 
his final Victory total. This balancing procedure wili insure that. the 
player doesn't automatically throw his entire counter mix into every 
seenario." 


Speaking of the unit counters, they are beautiful. And despite the rela~ 
tively low unit count of any one scenario, buyers are certainly not 
shortchanged here. A full sized 400 unit counter sheet is included (al-~ 
though many of the pieces are 'Panic', 'Pin', 'Dispersed', and 'Mines'); 
and the armies of British, West German, Israeli, USA, and Soviets are 
done up in those same bright and attractive colors that made "Frigate" 
and "Starforce" units so colorful (whatever you may think cf the merits 
ef those games). The mapsheet also shows a great deal of care and work 
_ in design, and appears to be a challenging battlefield indeed, It does 
not, however, enjoy the same lavish application of color. It was basical- 
ly printed in the same brown as "Panzerarmee Afrika"; the only other co-— 
lor is blue, used for rivers and woods. Brown and blue are again combi- 
ned here, as in "Global War', to produce an ugly steel grey; used on 
"Global War" to denote coastal hexes, and here to unambiguously denote 
hilltops. 


Overall estimate: This looks like very much of a fun game. Those comple— 
xity freaks that made "Red Star/White Star" such a suecess will surely 
applaud "Mech War" at least because it represents an update in weapon 
systems used (oh yes, helicopters and the other cute items are here), 
but they may still prefer the originalias being much more complex and 
fought with larger counter mixes. The lower counter mix and intriguing 
-simultaneous/sequential system of "Mech War" seems more aimed at the 
_‘'fun' game player. If you enjoy armored combat games, and feel ready for 

something new, this game will likely give you a good time. Finally, let 
it be noted this is a 'Dunnigan/Simonson'. No armored game could have a 
better endorsement than that. 


((wlh, A ‘scenario outline! is given in "moves" 18,24; there it is also 
written, that "Mech War", "in addition to being compatible with 'Kampf-— 
panzer', 'Desert War', and 'Panzer 44' (...) also shows the cumulative 
effectsof all the improvements we have made in tactical armored games in 
the past few yeers." In "The American Wargamer" II/11:12 I found Kevin 
Slimak's comment: "'Mech War 77' and 'Panzer 44' (...) reaction to these 
two has been mixed, but they still look better than 'Panzer Leader'" in 
which he pretends not to have found a BALANCED scenario yet.)) 
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PANZER '44 (by Mark Saha, USA) 


"Panzer '44" is indeed a ‘sister' game — almost a twin — to "Mech War ' Ve 
'77", Rules for both are practically identical: "Panzer '44" is likewise 
a 'Dunnigan/simonson' product. The mapsheet, like that of "Mech War", is 
again in Germany and basically a brown terrain map with forests and ri- 
vers in blue. This. mapsheet is much more ‘open! terrain; much fewer towns, 
forests, ridges, etc, and therefore presumably designed for much more 
freewheeling battles. This is probable the easier and more playable of 
the two games in that, being a WWII game with historical scenarios, play— 
ers are already familiar with conventional weapons systems of that peri- 
od. 

The counters are not quite so pretty; green Americans, light green Bri- 
tish, and Grey Germans. But then, who cares? 

I would say basically the choice between these two games is one of whe-— 
ther you would rather fight historical\WWII battles or fictional contem-— 
porary battles with more contemporrary weapon systems. But the differen— 
-ce in complexity between the two games is marginal at best3 and anybody 
‘who likes armored battles will surely want both. If I had to choose, I 
guess I'd take "Mech War" — but only because WWII has already been sor 
“thoroughly covered. But I'm glad I have both. 


I'm very anxious to play with the new system ((described in the "Mech 
War" review)). The main point of it is that something very like SiMov is 
achieved but with very little paperwork. Notice, the paperwork given IS 
necessary. If you wish to mowe a unit, you must commit yourself to that 
on paper, and lose the option to return simultaneous fire if hit during 
the firing phase. But the tedium to plotting exact movement paths is éli- 
» mMinated, 


The evolution and intent of the system is described very well, I think, 

. in "Pz 44" Game Notes; ; 
"Phe whole idea behind making the players go through the plotting exerci- 
se is to introduce an element of uncerta—inty into the play of the game 
‘which etherwise would be impossible to create. The first prototype of” 
this game required players to plot mowement hex by hex, a very laborious 
task ... soon eliminated. Playtesting revealed that most movement was. ob 
vious and that, a sequential system of movement rarely affected course of 


“, play. Firing, on the other hand, had to be kept simultaneous and fairly 


detailed. When a sequential execution of Direct Fire was tried (simply 
plotting Direct Fire without specifying a target) it was found to give 
the Second Player too much of an advantage. He would know by process of 
elimination which of the First Player's units could move and decide on 
that basis how to allocate his fire." . 
Thus, "you must write down who is going to shoot at whom" and designate 
on paper the specific target hex. 


Some very interesting tactical advice is given in "Panzer '44", For exam~ 
ple: "Nothing prevents a player from bringing in loose pattern H fire on 
his own positions. This is especially waluable when his defending unit is 
in a fortified hex and menaced by dismounted infantry in adjacent hexes, 
With any luck his own unit will surviwe while the attacking units are | 
disrupted or panicked." 


"Mech War '77", on the other hand, is much more open in its scenarios, 

and gives hints as to how to continue to update the game along with con— 
tinuing weapons developments: "One of the newer systems in the NATO arse- 
nat is the ‘instant minefield', which will be implanted by means of artil- 
lery, rockets, or air (both fixed wing and helicopter). This means a de— 
.livery will be a projectile which will split up into several 'minelets', 
each capable of disabling a tank track. There is no provision for. such a 
system in the game, but if an Off—Board Artillery concentration is allow— 
ed to create a Hasty Mined Hex it would probably come close to the actual 
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effect,” 


So, there you are; if you are an armored buff, hopefully you can afford 
both and will not have to choose. The game systems are identical, so if 
you do have to choose — merely select the game period of your preference, 
((wlh. Mark didn't mention that "Panzer '44" is.the replacement for "Com- 


bat Command".-— No quotations — none other reviews seen Wiebe U 


GLOBAL WARGAMES (by Mark Saha, USA) 


"Global War" and "World War 3" are SPI's two global war games. The first 
one is "World War II" on a global seale, and the second a hypothetical 
tconventional' world warrin the 1970/80s that escalates easily into a <r 
nuclear holocaust. I prefer the second of these two games despite its 
smaller mapsheet. But I mast warn readers that both games are very esote— 
rice I think very highly of both because of their educational value in 
seeing a global war as a total strategic system; i.e., industrial areas, 
merchant shipspipelines to oil and resource centers that keep industri- 
al areas working at capacity, ‘lead time' in production, which means you 
must decide what you'll need NEXT year, not what you need NOW, naval ope- 
ations against merchant pipelines; and, of course, the land war itself. 


Both physical systems are congested and tedious. These are not 'fun' ga— 
mes for an afternoon with a friend. But if you have a spare table or 
floor area where you can set up such a game and study it - as you would 
a book or magazine — you. will find this a pleasant way to spent some ti- 
‘me alone. You will certainly gain a new perspective on many things. Be 
sure you can afford it, and be sure this is what you wanu, before you 
buy either of these games. Again, I would suggest "World War 3" as a 
first purchase, before going on to the larger "Global War" task, 


A final comment: Are you one of those gamers who finds SPI's "WWII" is 
too simple, AH's "Third Reich" too wild and complex, and "Global War" / 
"WwW3" too tedious — yet feel you would like to have a good clean game in 
this area? A solution is to buy Avalon Hill's "Blitzkrieg" game and SPIs 
"Blitzkrieg Expansion Module". This double purchase is expensive, and 
the resulting game complex, but it is a very nice, BIG physical system 
that is eminently playable in the physical sense; and, as for complexi- 
ty, there are an abundance of options so you can find the level appro- 
priate to your needs. A few of the rules are a bit dated, but you can 
easily change these. ((Cf also: AH's new "Blitzkrieg" rules, somewhere 
else in this issue; wlh.)) 


FINALLY. 


SPI is also discontinuing its "Battle of Moscow" (not "Moscow Campaign"); 
it's*nice item to pick up on sale if you see it around. Other good games 
for the summer are "Seeléwe" for something short, fast and wild fun. 

And, at the other end of the scale, “War'in the East" if you have a hetg 
se free for a weekend and can have several friends over. I have desced 
bed in "mowes" 20 ("One Player's Experience") about such a project las 
summer in Encino, California. "Desert War", finally, is in my opinion 
the cleanest of the pure SiMov games. 


Please have a nice summer in any case. Enjoy the sun and the beaches 
(where you have them) and the picnics; and be glad that there are many 
many fine games around to round out the evenings and perhaps take your 
mind off the more serious problems of life in the world today. 


((wlh. SPI's address: Simulations Publications Inc, 44 East Zérd St, NY, 
‘NY 10010, USA; QuadriGames (Blue & Grey, Modern Battles) $12 (boxed), or 
each individual unboxed (Folio Game) $4 (Modern Battles: Mukden, Chinese 
Farm, Golan Heights, Btl f Wiirzburg) (B&G: cf review); obher games: o8.)) 
{(It took me hours to type these previews ~ it must have taken Mark an 
awful long time to write them first: I appreciate it very much that he 
sacrificed a lot of potential playing time in order to inform us about 
his first impressions: I'm sure my readers agree that he helped us much) 
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GLOBAL WAR (by Rian van Meoteren, Holland) 


That first glances can be deceiving is proved again by SPI's game "Global 
War". One gets a lot of good looking counters, and two surprisingly good 
looking maps, and after one has read the rules once, you really you had 

a good buy. Then you start to play the game, and then a lot of things co-— 
me up which you didn't figure out in the beginning. 

"Global 


War" is in facs a simulation of the economic war. One has produc~ 
tion centers in which the units are produced, Other than in Au's "Third 
Reich" there is a time lapse between the buying of the units and the phy- 
sical appearance of them on the board. 

Across the sea the belligerent countries, but especially the Allies have 
to form suppiy-pipelines consisting of merchant ships in order to supply 
units in territories withovt production centers so that they are able to 
attack with them. Those pipelines also serve for transport across seas 
for land units and fcx tying overseas production centers to the home 
country net work. 

Both sides can build carrier-fleets, surface—fleets, submarines fleets, 
and anti-submarine warfare fleets with which they can attack those pipe- 
lines and each others fleets. This happens in six alternative stages at 
the beginning of each turn. 

Air power is represented by Long Range Bomber fleets which can attack 
production centers,and Air Defense units to guard against such occuren— 
ceS. 


jie ile 


fa 


Land movenent is restricted by terrain (not across water hexside ) and 
weather (on the northern hemisphere). There are two kind of land hexes: 
communication areas, and undeveloped hexes (like Central Africa and oth- 
ers); movement is slow through uncdeveloned hexes. 

Combat is on a cifferntial table, and it has been pointed out by Tom Ole- 


son in E 6-8 that there lies the main problem of the game. 

Land units inciuae infantry and armour. These last units have the capabi- 
lity tc move after combat but the are more expensive. 

There are a lot of good ideas in this game — like the production centers, 
the merchant ship pipelines, etc. And I hate to see them vasted in a ga— 
me that cannot be played propery. 

For instance: because al! the units are given in factors you get two i 
identical counter sheets which giwes you too few of some types, too much 
of others. I'm realiy giad that my copy of the game contained accidently 
three unit counter sheets, 

Some guite unrealistic things can happen: it is for imstance possible to 
overrun France, The Low Countries, Poland, and Denmark in the first turn 
- without any serious opposition. 

I couldn't find any rule, that obliges you to keep your pipelines intact 
during the naval phases. So one can concentrate them on the first naval 
phase, give them a heavy escort and see if the other js able to attack 
you at all. 

Then there is the before menticned perfect plan problem with fortress 
units which iz speciai circumstances cannot be destroyed at all, 

I concede that for a game on this seale there has to be a lot of abstrac-— 
tion, but some of the mentiored proviems probably are due to poor play-~ 
testing. 

Besides this there are quite some omissions from the rules. 


I'm informed that there's going to be an errata sheet for this game (a 

rather long one, = suppose), and I think it would be wise for everyone 

who is interested in this game (there should be a lot — even I am still 
interested in it) to wait for further developnents of the game system. 

Maybe then i+ wiil be worth your Stes: 


((wlh. An errata sheet for “Global War" and "World War Three" is availab— 
le now: GW-WO Errata & Balancer, SPI, 44 East 23rd, NY, NY 10010, USA; 
send stamped, self-—adressed envelope.— 

Back issues "Global War": sf bottom of page 35, after FtG—review.-) ) 
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SPI'S "BLUE & GREY" QUADRI-GAME (by Mark Saha, USA) 


Everybody likes to be the bearer of good news; and, since SPI first an~ 
nounced their forthcoming series of QuadriGames, everybody I know has 
been anxiously awaiting the first of these to see exactly what they are 
and whether there is a place for them in an already glutted game market. 
SPI, especially, I am sure, must be waiting on pins and needles for the 
verdict of the players. SPI is currently faced with skyrocketing. costs 
and some short term loans in an uncertain economic climate; and the suc-— 
cess of this series could be a deciding factor in whether they shall make 
it through the present decade intact. But for the players, of course, the 
question is more simple and fundamental: is the QuadriGame for me? Is it 
too simple? Do I really need all these new games? How do they compare 
with that pile of games already in the closet? 


Iam happy to say that for my money the QuadriGames are one of the best 
bargains around. Those who wish to judge for themselves may order only 
one game first (I would suggest "Chickamauga"); but, for $12, it is hard 
to go wrong with all four. 

Why? First, these are not "beer & pretzel" games as advertised; they are 
quite challenging, and if you really want to win I would suggest laying 
off the beer and sticking with pretzels — at least until you have the ga- 
me 'in the bag' or can see you're going to lose anyway. 

Second, the games are quite short -— usually about two hours. You can pro- 
bably play most of them in a single day; in two day at most. Then, you 
can pick out your favorite and concentrate on it. : 
Third, the clear and simple rules make these ideal for convention and 
tournament play. 

And, fourth, though higly challenging, these are the best new games around 
to introduce a new player to conflict simulation. (There are a lot of ol- 
der games around for this, but with a Quad you can play a new title and 
teach a novice at the same time). 

Finally, despite the fact that all four games share a standard set of ru- 
les, each game has its own variations on those rules and is unigue into 
itself. This is largely due to the fact that SPI has turned its highly 
experienced design staff loose — giving each man a title ~ and each seems 
to have vied with the rest to do the best job. 


The designers are Christopher J Allen (Shiloh), Thomas Walezyck (Antie~ 
tam), Edward Curran (Cemetary Bel) and Irad B Hardy, III (Chickamauga). 
Graphics and components are by Redmond Simonson. 


Since this is a "first report", written two days after receipt of the ga- 
mes and thus somewhat rushed for the benifit of "Europa" readers wonde— 
ring whether this is for them, perhaps the best approach is to relate my 
own reactiuns in sequence: 


Initial Impression: The game comes in a standard SPI game box with an at- 
tractive "Blue and Grey" cover with four litograph prints depicting each 
of the four battles. Inside is a large countersheet which, again, is di~ 
vided into four parts. There are fewer than 100 counters for each game, 
but counters for each battle must be carefully stored in 6 compartments 
(3 Union, 3 Confederate). The counters are NOT interchangable, so if you 
let units from the various battles interimingle, you'll have a real head- 
ache sorting them out again. 

Personally, after punching out the counters, I also cut the battle tit- 

_ des from the counter sheet and affixed them with transparent tape to the 
gamebox above their respective compartments. It is no real bother to keep 
the units thus separate, but I would hesitate to loan the set out to a 
friend I did not completely trust... 

The map sheets are by Simonson and in three colors (green forests, blue 
rivers/creeks, yellow rough terrain) which makes them very flashy at first 
glance. A second look reveals them to be somewhat splotchy, like a hasti- 
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ly done watercolor; nonetheless, they are quite unambiguous. You will 
either like them or not, but in either case this shouldn't influence 
your decision about a purchase, They are See utilitarian, so if you li- 
ke the games they will deliver their par 


Second thoughts & Misgivings: Then I looked over the counters and rules, 
and had some second thoughts and misgivings. SPI had said they intended 
these to be simple, fast moving "fun" games. My misgivings were that, on 
the one hana, they had simplified a bit too much for my tastes, and on. 
the other they sometimes simplified not enough so that some titles seem- 
ed.a little ‘dirty’, Item by item: 


(1) For simplification, all units have a movement factor of six ; and for 
this reason, movement allowance is omitted from the counters. They bear 
only a military symbol of type (cavalry, infantry, artillery) and a lar- 
ge numeral denoting combat factor. Personally, I'm quite used to having 
movement factors in the counters. Omitting them in a game like WY2 and 
WW3 was a good idea because movement was seasonal and varied, Here, mo- 
vement is constant. The result is that cavalry is nothing but weak in- 


fantry, while artillery can move as fast as infantry AND cavalry! There 
was no need for this. pe when looking across the board at your 
opponent's approaching forces, his 6s look very much like 9s, and his 9s 


like 6si So you are Se eee by his 6s while his 9s sneak up on you! 
A minor point, but there you are, 


(2) All these games, despite their simplicity, use SPI's traditional 
‘forced setup'. This means that close to a hundred pieces must be placed 
by hex number Gees is sometimes hard to read due to terrain): SO, 
again, I suggest you lay off the beer and stick to pretzels until this 
is neeessary. The main objection to forced setup, as I see it, is that a 
game can quickly fail into ue openings and es strategies, In 
fact, I honestiy believe the ON By of Avalon Hill's classics — "Sta— 
lingrad", "D—Day', and now "Chaneellorsville" -- is due as much to a free 


setup as anything else, 

Moreover, why shouldn't a player be allowed to deploy as he wishes? The 
idea is that he is going to refight this battle according to his own ide- 
as. The historical deployment was in accordance with the historical com-— 
mander’s strategy. And, thus, if you wish to depart from it, you must 
‘redeploy' during the opening moves of the game. 


(3) Finally, victory conditions for all the battles are by point systems 
of various complexity depending on units lost, exited via strategic 
roads, and territorial objectives. Yet, although there is ample room on 
the instruction sheets for a victory point track, none has been included 
with the game. Players are advised, instead, to keep track of points on 
scratch paper. So there is ‘paper work', Also paperwork will be required 
in at least one game in which the Union is limited in the amount of 
units he can mowe; and so, again, unless he wants to keep tally on a pad, 
the had best lay off the beer on that one... 


‘Third thoughts & vindication 0 of B&G: Those were my initial misgivings. 


But the Quads are far too important ~- both to SPI and the gaming world ~- 
to be dismissed at a giance in a rushed review. So0 I sat down and play-— 


ed each of the games at least once, sometimes twice — when I felt I had 
botched one side too badly to judge fairly. I must say I was delighted 
and had a most wonderful time. This is even more soem Ee because I 
played the games ire ~ and I for one usua ity det Solitaire play. 
But there are so few pieces, and the problems of each oes so challen— 
ging, that i was simply and literally lost in the enchanting, and almost 
magical world huilt around four 'stories!, But, to explain why, let me 


2eise 
first summavize briefly the main rules: 
vv 


The Quads all use the NAW ("Napoleon at Waterloo") game system to a 
greater or lesser extent, Stacking is limited to 2 units of any type... 
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Zones of Control are rigid; you must stop when you enter and must attack 
everything adjacent; you may never withdraw from an enemy ZOC, unless you 
destroy that unit or are retreated from it by combat. Artillery may bom- 
bard (fire over distance) a range of three hexes at targets in a line of 
sight. Only towns and forests obstruct line of sight. You may 2lso advan~ 
ce after combat; however only one unit may advance, no matter how many 
attacked (or repulsed an attacker). But this is very effective as a tac- 
tic for a successful attacker, because a defender retreats only one hex. 
Thus, if a defender is weak, you advance a strong unit and again became 
adjacent. Hir turn then follows, and since he is locked in your ZOC he 
must attack your strong unit at poor odds. If the defender is very power 
ful, you may advance a weak 'sacrifice' unit, This unit pins all his po- 
werful units adjacent to it ~ including artillery, which cannot bombard 
when the enemy is adjacent — so he is deprived of maneuver. Finally, such 
an advance often cuts off retreat of other defending units. 


Terrain is also rather simple. Rivers may not be crossed except at Ferry 
points; streams may be crossed only at fords or bridges at a cost of +1 
MPs. It costs 3 MPs to enter Rough Terrain and 3 MPs to enter forests; it 
costs six (all) MPs to enter rough/forest hexes. 

Defending units are doubled on rough terrain, in towns, and defending be- 
hind ford/bridges. Forests do not aid defender except for blocking line 
of sight and slowing movement. There is no road bonus, but roads negate 
‘terrain and are therefore important. 


The Combat Results Tables (CRT) are all the same, and a bit curious,: The 
only 'safe' attacks are 8-1 and 6+1; the 3-1 attack being the most com— 
monly achieved. At 3-1, a "1" is "defender eliminated" and a "6" is "ex 
change"; everything else is "defender retreat". At 2-1 there are no eli- 
minations or exchanges; only attacker or defender retreats. And at Il 
it's a straight 50:50 whether attacker or defender retreats, 


"Attack Effectiveness" Rule: Now, it ean be seen from the above CRT that 
the offensive player might indeed be tempted to make a lot of low odds 
attacks (1-1 and 2-1) all across the line to roll back the enemy, since 
-he has nothing to lose. 
The "Attack Effecitiveness" rule precludes this; it was made an optional 
tule at the last moment, for simplicity, but I think playtesting assumed 
it and strongly urged its use. It makes for a much more realistic and 
challenging game, beliewe me. So at least try it. 

The rule: Anytime an attacker gets an "attacker retreat" result, all re- 
treated attacking units are inverted and cannot make any further attacks 
that day (although they defend normally). During a Night turn, all inver- 
ted units of both sides are uprighted and may again attack. (Thus, it's 
suggested you take red and blue felt pens, and write the combat factors 
on the reverse of each of your units. It doesn't take long and is well 
worth the trouble.) 

This, as you can see, eliminates a great deal of unrealistic play. Play- 
ers tend to make low odds attacks only very late in the day. That is the 
time, for example, to attempt to take tripled defensive position such as 
Cemetry Hill; allow yourself the last two or three turns of daylight to 
assault it, and your units will recover overnight. There will be no los-— 
ses if you always attack at 1-1. 


Now, let's look at the games, briefly, and show why each is so different: 


SHILOH (Chr J Allen) recreates the two day battle that ensued when Grant's 
Army of the Tennessee got jumped while camped on the west bank of the Ten- 
nessee river, This is probably the cleanest of all games as victory 

points (VP) are by combat factors (CF) eliminated. Separate holding boxes 
for Union and Confederate casualties are en the mapsheet; so it is only 
necessary to count the units in these boxes at game's end to determine. 
the winner. 
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The challenge of the game, though, is that the Confederates have a strong 
initial superiority and a special. 'surprise' rule; but this advantage is 
quickly lost by the second day as Union reinforcements arrive by Pitts-— 
burg Landing ferry from across the river and Snake Creek Bridge. Therefo~ 
re, the first day assignment for the rebels is to seize both the bridge 
and the ferrs landing, cutting off all reinforcements. If this can be 
achieved, the second day is a mop-up and a decisive win. 

Obviously, the optional "Attack Effectiveness" rule is crucial to this ga- 
me. If the rule is not in effect, the superior Rebels can easily take 
both objectives by rolling back the Union all along the line with low~— 
odds attacks. With the rule in effect, the game is much more tantalizing 
and a very tense race against time. If the Confederates fail, they must — 
execute a careful withdrawal on the second day to minimize their losses 
and level of defeat. I would say without "Attack Effectiveness" the game 
favors the Rebs strongly; with it, marginally favors Union. So use it. 


The best thing about this game is that both sides get to take the offen— 
sive. It's a see-saw battle, and a fun one. 


(There is also a "Shiloh" game available from Battleflag, $5.50 for tho- 
se who want a more elaborate treatment. This game includes a 22"x28" map— 
sheet and is comparable in playability to an Avalon Hill flatbox, though 
a little 'dirtier'. I enjoy it very much, but must warn you: the Union 
counters are illegible because black ink on very dark blue doesn't show, 
Moreover, all counters do not punch out and are difficult to cut out. So, 
you may have to make your own counters. If you're willing to do that, 
it's worth owning: Third Millenia Inc, 465 Woodland Hills, Philadelphia, 
Miss 89350, USA). 
Which "Shiloh" is better? I feel they ~eally don't competes; the SPI Quad 
version is quick, short, fun. The Battleflag version closer to AH's"Chan— 
eellorsville" except for inferior physical components. SPI includes Union 
gunboats, also. 


ANTIETAM (Thomas Walczyk) is one of the most imaginative of the Quads, in 
that Mr Walezyk had some very touchy problems to solve to make this a 
faithful simulation game and he did a most admirable job. The main initi- 
al problem was the situation: Lee is trapped with his back to the impas-— 
sable Potomac and faced with a massively superior Union army. How to even 
this situation? ; 
Walezyk gives us a special rule to simulate McClellan's lethargic fritte- 
ring away of his advantage. This rule states that the Union player may 
~move only 15 of his units on the first game turn; and only 10 units on 
each subsequent game turn. This may sound like a nuisance, but in fact 
the result is fascinating. What it comes down to in practice is that the 
Union player cannot make two coordinated pincer attacks. An attack of any 
force at all in one region leaves no remaining moves on other parts of 
the mapsheet. However, any number of Union units engaged with the enemy 
may attack. So, what usually happens is that you move up forces to rein- 
force an attack in progress, and only when that attack seems to be going 
well (or has bogged down) do you shift your movement allotment to other 
areas of the battlefield. Union reinforcements do not count against this 
movement allotment on the turn they arrive, So - they arrive, and often 
simply watch from their grandstand ridge. 

' Artillery is also special in this game. The Union has parrot guns with 

a range of 7 hexes (instead of the normal 3 hexes) but these pieces can~ 
not mowe. Nonetheless, they are admirably placed and give the Union good 
support to do as he pleases until he pushes on Sharpsburg — and runs be- 
yond their range. “ 

There is no night, so "Attack Effectiveness" is recovered by a die roll 
of "1" for each unit; one die roll per unit per turn. 


This game is challenging, fun, and faithful to the events of the actual 
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battle. A fine, imaginative study. 


“CEMETERY HILL (Edward Curran) was perhaps the most challenging of the 
Quads in a different sense. Namely, Gettysburg has been done so many ti- 
mes and by so many publishers, the challenge becomes to breathe new life 
and interest into an old chestnut. Has Mr Curren succeeded? Probably so; 
this appears to me the best of the Gettysburg games except, perhaps, for 
. AH's out of print hex version. The name, incidentakky, is really a mis- 
nomer; this game covers the entire Gettyburg battle and the map covers 
the same area as both AH versions of the game. 

This game is unique among the Quads in that it is the one which most re- 
sorts to the conventional and popular operational level ‘front line'. A 
Cenfederate breakthrough on right, left, or center will give him a victo-— 
- ry. But it won't be easy. 

Also, in this game only, the stream is considered a 'ford' along its en- 
tire length; this is hard to remember after playing the other Quads, but 
ebviously VERY important. ; 


Victory is, oddly enough, by unit elimination but also by the number of 
gavalry units each side can exit off the opponent's friendly map edge. 


Ed Curren has,also made a very interesting ruling in regard to terrain. 
He has chosen simply omit a part of Cemetery Ridge because, as he says, 
the slope there is so gradual as to offer no obstacle to movement nor be- 
nifit to a defender. Now, I happem to have visited Gettysburg just last 
fall, and I can attest to the fact that what he says is true. However, 

my own impression was that this was more than compensated for by the tre- 
'mendous field of fire offered to a defender. The attacker would have to 
approach in the open for quite some distance; and the slope WAS there, 
and would bestow a lower profile on a defender. So, considering that, it 
seemed not unreasonable to me to bestow a ‘defender doubled! there. How- 
ever, this is not to disagree with Ed Curren. It's merely to say that 
this is one of those things in wargame design that is open to interpre— 
tation; and Curren's game is all the more interesting because he has not. 
hesitated to impose his own ideas and opinion here. 


“ Finally, it is good that this game has been included in the Quad for ba 
lance. This is, more than any other, a game of maneuver in the classic 
sense. And is very challenging and fun on that ground alone. 


' Misprint: There is a very instructive misprint on this map; namely, at 
the printers, it was apparently necessary at the last moment to shave a 

. vow of hexes off the east edge of the sheet. Thus, the rules book listing 

of entry hexes 2217 and 2206 should be 2117 and 2106 respectively; the 

2200 column does not exist. A knowledge of this kind of problem is help- 

, Ful to gamers since, when they buy a game where something is obviously 

wrong they can figure out the problem and correct it themselves. 


CHICKAMAUGA (Irad B Hardy, III) is my personal favorite of the Quads; 
Tt's truly one of the wildest, freewheeling battles you're likely to 

find yourself in for quite some time. There are many different victory 
eonditions (elimination of enemy units; control of key hexes on the board; 
and exiting units on the road to Chattanooga while keeping a Line of 
Communications open to them), so if ome approach doesn't work you can 
try something else. Also, the Union is handicapped with a 'bagsage train! 
unit which must be exited on a road to Chattanooga; failure gives the 
Rebels 10 victory points. Both sides enter on the south map edge and 
drive for exit roads on the North and Northeast edges. Hexes on the map- 
sheet are variously worth 5, 10, and 20 VPs; some are only worth points 
to one side, but the 5—point hexes are worth that amount to whoever owns 
them. 


Personally, I've always hated to deface a game-map. Still these hexes 
are unidentified except by number in the rules. Fortunately, I play 
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with maps under acrylic sheets for protection, so it's easy to mark the 
objectives and their value with red and blue grease pencils. That way, 
you always know what you're doing. But if you have no plastic sheets, I 
suggest you deface the map for playability's sake. 


Misprint: This is unofficial, but two hexes seem in error to me, The va~ 
cant hex 1108 is listed as a victory hex, but I assume adjacent cross— 
roads hex 1207 was intended, Also, Chattanooga exit hex 0110 is vacant, 
and I assume adjacent road exit hex O11] was intended. 


Otherwise, a truly fine game. 


SUMMARY: I can.only say that these games are a more—than-welcome addi- 
tion to my house and game collection. They seem to be inspired by John 
Hill's concept of challenging, original games on a small 17"x22" conve-— 
nient mapsheet, low unit count, easily played on a card table and fini- 
shed in a couple of hours. 

I don't know whether these games are guickly played out or not; certain- 
ly, not any more quickly than NAW or "Borodino", which have endured ni- 
cely. Hopefully, these will do the same. 


((wlh, Sorry, I can't quote any other reviews of other zines — there are 
none yet; and it shows how right Don Lowry of "Panzerfaust" is, when he 
writes: "Your zine has little in it of interest to me or the majority of 
PF readers — since we're thousands of miles away, and most of your maga— 
zine is devoted to local (European) news, ete." Incidentally, he is not 
the only American publisher/reviewer who obviously has some problems to 
‘read really what he looks at...))((B&G: cf also Jack Greene's "View")). 


( (wie. Besides the other Siloh—game by Third Millennia and mentioned in 
Mark's article, there is also a second game with the name "Chickamau 22 
from Flying Buffalo, — Sen eas a) 


CHARIOT (by Michael Carmichael, Germany/USA) 


"Chariot" is a remake of SPI's "Armageddon" and very nicely done. 

The map starts the improvement, larger hexes, with clearer artwork. The 
larger hexes (with the normalisize playing pieces) make it easier to mo- 
ve the stacks: up to 3 combat units, plus leader(s), plus markers (like 
'disrupted' etc). pate ; 

The strength of unit may vary, i-e. a sword unit attacked by a cavalery 
unit defends at half strength, while a spear unit would defend at double 
the printed value. 

Leader units affect movement and combat. They have a Aenesofa=ase vuones: 
units within this zone move their full movement allowance, outside of it 
they move only half speed. In combat, units stacked with a leader unit 
can't be disrupted during the fire phase (offensive or defensive fire), 
they may however be eliminated with ma effect on the leader. In the me- 
lee combat phase a disruption result on a stack with a leader unit is ig~ 
nored, except that the leader would be reduced one step (4 values, basi- 
ete. where 1 is the strongest and 4 the weakest): a 1 would become a 2 
and a 4 would be removed. By a result of gelim the leader would be redu~ 
‘eed and 3 the units eliminated, by ‘elim! all units including the leader 
are eliminated. 

There is also an unusual phase called the chariot—phase: it is the very 
first phase. If fire units (only? It's not very clear, but I use all foot 
units) may move before the fire phase, then fire in the fire phase, then 
move in the movement phase, fulfilling the role they were assigned, that 
of a fire—platform (in "Armageddon" an unfortunate omittance). 

A retreat—before—combat may be made when ALL the attacking units are at 
‘least 3 MPs slower than the defender. 


It's simple and fast moving, and if you like ancient warfare it won't be 
a game you play only three or four times. Try it, you'll like it: 
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THE VIEW FROM ISLA VISTA (by Jack Greene, USA) 


What I would like to do this issue is to discuss just some general ran-— 
dom happenings out here in Isla Vista and in my life. Further, I would 
like to state one case against wargaming (and gaming in general) made to 
me by & man who lives in our commune. Finally, I want to discuss three 
fine new games "Frederick the Great" (SPI), "Friedland" (Imperial Games), 
and the "Blue and Grey" (SPI). 


While some may disagree as to including non-wargaming material in "Euro- 
pa", I disagree. If one wishes to read only about wargaming than I sug- 

gest you skip ahead a few paragraphs. I feel that "Europa" is a chance | 
to let "one's hair down". What other purpose does "Europa" have, in many 
ways, other than a vehicle by which friends can communicate to each 
other? 


Life in Isla Vista has been quite interesting the last month, With the 
end of the warv(for Europeans: the Indochina war) a lot of good feelings 
have been in the air as many of us feél that we helped bring the Ameri- 
can war machine to a stop. "The Movement" was successful. In turn, many . 
of the futile feelings and alienation that many of us felt, have been ea- 
sed. Inspite of our Presidents and much of the "Establishment" the peop- 
le of Indochina have what they want. 


Isla Vista unemployment continues to climb and is at about 18% REPORTED 
unemployed. Naturally the young, poorest, and the non-Anglo are being 
laid off first as they have the type of jobs that are cut back on, e.ge 
assembly, etc. The Santa Barbara area has a large number of Chicanos 
(Mexican—Americans) whe naturally enough feel a lot of unemployment with- 
in their ethnic group. 20% of the state is Chicano. 1,8% of the Universi- 
ty of California at Santa Barbara is Chicano, while the statewide figure 
for the University of California system (11 colleges) is 3,3%. 


Richard Berg payed a visit out here to California which was quite fun, 
"Kingmaker" made for two very interesting games played during his visit. 
Richard is a New York City lawyer handling rape and burglary cases. ((He 
also is president of the Frogs-Rape-Old-Geese League, short FROG; wlh.)) 
We met mostly at Tom Oleson's home overlooking Santa Barbara harbor. Tom 
is one of those fortunate men who can have a separate game roo (in which 
whenever I visit there are at LEAST two "Anzio" games set up for PBM | 
play). But then Larry (who lives at Das) and I always kid Tom about his 
large home and his love for long walks (Tom avoids walking at every chan- 
ce..!). But then, while the visit was going on, I managed to stick my 
foot in my mouth several times in the course of a conversation dealing 
with drugs and the law in New York. NY state has some of the strictest 
drug laws in the US. Finally, I am in an emotional whirlpool of falling 
in love again... Totally illogical action on my part. Maybe it will make 
my column more interesting! 


What follows is my interpretation of an argument made to me on two occa— 
sions by the most spiritual (in my opinion) man in the house. Augusto is 
a 31 year old foreign student (1 of only 2 students in the house) on an 
exchange program. He is also heavily into the Tarot and Yoga. Apparently 
he was a quite good chess player in his youth as well. 

Basically, he feels that a person can do two kinds of actions. One that 
develops and strengthens one or actions that weaken and subtract from 
one's growth. Further, he feels that the development of the 'whole' is 
very important. Call it self integration, or .a Gestalt wholeness or ba- 
lance, whatever, this is what one should constantly strive for. Therefore 
“it follows that any act that is alienating or competitive is not good 
for self development. Further, any act that makes one passive or just 
simply a receiving nerve end and not one that is participating or invol- 
ved is a weakening force. Because one views TV and does not participate 
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in it Augusto would feel that it should be rejected. 
Games are competitive and do not unite people but create sides, deal eon 
competition, not co-operation (except co-operation of units on one side 
or the other). Therefore this is a weakening force and should be rejec- 
ted. Augusto rejects all games and TV because of his feelings on this. I 
should add that Augusto has a very enjoyable life as well: 


Bsafore discussing the two games I wish to discuss this issue, let me ask 
two questions to my readership: Does my use of American slang hurt my 
writing for your understanding? Shoulda I explain things more fully than 
I do? 


"Prederick the Great" (88 + $1.50 postage) is by SPI. It is the game in- 
cluded in issue 49. This is a strategic game dealing with the Seven Years 
War. Hach scenario covers a different campaining year, those years being 
1756, 1757, 1758, and 1759, The map covers an area from Bavaria to Konigs- 
berg to Beto an. This game was the editors choice for the year which 
means that the SPI feedback systemsdid not pick this one but Jim Dunni- 
gan did it in an attempt to interest wargamers in this period, I hope 

it proves to be a good method to interest wargamers in this period as 
there are many games that could be produced on this era. 

While the rules and map do arrive stapled to the magazine, it does come 
out fairly easy. The die-cut and mounted pieces are very clear and inclu- 
de two basic type units. Commander units who affect movement, defensive 
and offensive strength, and the ability to undemoralize an army after a 
defeat. The command units are excellent and tend to make Frederick have 
the ability to achieve the victories he needs to stop the coalition's 
advances. The actual units are strength points that are used as 'change', 
e.g. they do not represent actual units but total strength as in "Ameri- 
can Civil War" (SFI). There = excellent fortress-—rules which include 
breaching and ‘honors of war' and are key for the games victory qualifi- 
cations. They are also important for supply. 

Supply is basically a Hee of supply points and/or fortresses that 

can extend into an enemy's country, and possibly be cut. Further, if you 
have a good commander than you may be able to leave your supply matrix 
for a daring sortie, 

While not having the same large dose of romantic qualities that "Fried— 
land" has I find this game to be fa airly quick, very interesting, certain— 
ly strong on historical research. It is a good game that reflects the pe~ 
riod, The coalition player slowly advances and takes what it can defea- 
ting Hannover or small Prussian detachments where possible. If the odds 
look good one may attack Frederick and his main army as well, but usual- 
ly you fall back when Frederick approaches. Total actual strength is not 
known until combat takes place. As Frederick, you must move quickly and 
decisively in defeating each coalition army in an attempt to keep the 
spoils gained in previous campaigns. If one likes this period then this 
might be the game one would want. It is fairly innovative. 


"Friedland" (Imperial Games, 2305 H West Park Row, Arlington, TX 76018, 
USA) (87 + $2.25 postage) deals with Napoleon' s battle with the Recetas 
in 1807. This game is a classical and is strongly recommended, lt is 
short in time length. Rules are very clear and uncomplicated. One eften 
times covers just about the entire board during a game in both mowement 
and combat. Each may attack and defend during the course of the game as 
the Russians have an initial superiority, while French reinforcements 
turn that around in the course of the game. All sorts of fighting takes 
place from city action, river crossings, hills, forests, bottlenecks, 
you name it. The game makes use of command units, special Guard units on 
either side, horse artillery, regular artillery (artillery has firing 
ranges too), Cossacks, and regular cavalry and infantry. There is a hea 
Vy romantic factor in this game which to my mind and likes makes it one 
of the best buys and enjoyable games on the market today. Heavily play— 
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tested, it shows as it has there are few rule problems. 

"Friedland" reminds me of Avalon Hill's "Waterloo" brought up to dave 
Also it reminds me of a John Hill ("Kasserine Pass", "Bar-Lev", etc) ap- 
proach to Napoleonics. My only complaint was that af arrives in a weak 
box, but otherwise is very niceley presented graphically. The board is 
unmounted but pieces are die-cut and mounted. What can I say? Cavatiry 
charges and the swirl of dust, unlimbering batteries of artillery into a 
massed battery to prepare for an infantry advance; desperate city hexa- 
gon to city hexagon fighting with elite quard units covering the retreat 
of a broken army, commanders racing to the decisive point in an attempt 
to stem the tide or continue the victorious advance — this game has 
class. I put it next to "Wooden Ships and Iron Men", “Kasserine Pass", 
"1776", and "Khalkin-gol", as just a damn good game. 


Just as as postscript; I recently had an article in "moves" 19 in which 
I felt SDC and "Conflict" would be the 38rd foundation stone of the hobby, 
after Avalon Hill and SPI. I no longer believe that, most likely we will 
be the 4th or the 5th. Just as an example, I never would have guessed at 
the tremendous growth of Game Designers Workshop (GDW). It has been im 
pressive. I also totally agree with Tom Oleson's comments in last issue 
about GDW. They are the most honest, thoughtful, and helpful in many 
wayssof the three big companies. Certainly their devotion to a finde 
product, a work of art even if the subject is not well known or popular 
should be commended. How else can new areas be opened up to pane and 
wargaming without such exploration? 


"Blue & Grey" (SPI, $12 + $1.50 postage) is actually four different ga— 
mes on the American Civil War (Shiloh, Antietam, Cemetery Hill/Gettys- 
burg, and Chickamauga). One can order them separately for $4 (plus the 
$1.50 postage). Certainly this game is or will be available from SPI's 
Huropean agents. 

Just to add one further footnote to the ‘quickness! of orders from varie 
ous game companies, I would like to digress for an instant. Basically, 
with most of the companies within the hobby, certainly the larger ones, 
foreigners go last. Since "Blue & Grey" is a big seller, it may be awhi- 
le before a shipment can be put together to be sent to SPI's UK agent. 
Avalon Hill in the past has had to resort to this as well. I remember 
one case with Conflict/SDC that we had only half of our new issue put 
together and ready to be mailed so we had to select which states to send 
it to or not to send it to! I recall California and most of the large 
states back east getting priority. Monatana and Europe went last... 
There are four different designers of these games that arrive boxed and 
appearing in the usual SPI format. All use the same basic system which 
is the "Napoleon at Waterloo" one. The actual game playing sheets are se— 
parate and make use of brighter colors then in some of the previous SPI 
games. Games vary in length from 10 to 15 moves. The rules and play of 
the game is fairly simple, quick, and interesting. All four show good 
research and are just all around good games. As we should be receiving 
more games with this approach in the near future I feel I should mention 
some of their weaknesses in some depth. 

One weakness lies in the fact that all the units have a universal move- 
ment rate and stacking level. Therefore, I can have two Confederate DI- 
VISIONS stacked in Antietam with an overall strength of 26 points or two 
Confederate BRIGADES of a strength of 4. It makes no difference concer- 
ning the number or type of units. Just two are allowed. 

Cavalry moves no faster or slower. then infantry. Further, unlike "Tor- 
gau", (with the exception of artillery) it does not matter what type of 
unit is where or making the attack. That is, it makes ‘game sense! to ta— 
ke two Confederate cavalry brigades in Antietam and to attack up a slope 
into the face of a mass of infantry and cavalry and artillery as they ha~ 
ve more strength points then the average Confederate brigade, In effect 
we have universal units. I think that one could keep a game simple and 
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have a few rules game structures which would better represent the various 
functions of different units, such as with "Friedland", 

On the other hand, if one compares the "Shiloh" game to Third Millennia's 
old "Shiloh" one sees tremendous improvements. For example one has gunec 
boats than can use their artillery to some affect upon the Confederates 
and one has cavalry units, something the designer of Third Millennia's 
game decided to leave out. 

One last point. SPI has made a stab at capturing a romantic feeling for 
the period covered with this game. While not completely successful, for 
example it would have been quite easy to have included a R E Lee counter, 
this game (or these games) is very playable and enjoyable. 

A lot of game playing hours here with this. Larry (a man in the house) 
had one comment about it that I couldn't fit in but felt was worth say-— 
ing. After having played four straight games (and me wanting to continue 
playing them) he wanted to break to "Wooden Ships a nd Iron Men" as it is 
‘a "prettier game"... 


FRIEDLAND 1807. (by Bob Morstein~Marx, Germany/USA) 
(A Little—Known Battle From A Little—Known Compagny) 


No, it's not a fine wine, but a very good first effort from an obscure 
little company in Texas by the name of Imperial Games. Despite the grandi- 
ose title, Imperial Games are produced by a small hobby shop near Dallas. 
If you never have heard of them, it's no surprise ~ I stumbled upon the 
place by chanee the last time I was in the USA. 


"Friedland 1807" is a divisional level simulation of the decisive battle 
of the 1807 campaign in Poland and East Prussia between the French under 
the Emperor Napoleon and the Russians under General Bennigsen. Though 
little known, the Battle of Friedland was one of Napoleon's most decisive 
victories, and the Treaty of Tilsit and subsequent domination of Europe 
by the French Emperor were its direct result. 


First impressions belie the true quality of the game. It is packed in a 
rather flimsy 83xllxl inch box with somewhat uninspired graphics. To make 
things worse, it is not mailed in a cardboard protective box, so I recei- 
ved mine fairly crumpled. 

But after removing the singularely unattractive box cover things begin ta 
look better. The counters are well done, displaying the unit's designation, 
corps, and commander's name. The cardstock 223x284 inch map is excellent 
and attractively printed in four colors. It even has grid—coordinates 
printed on it and a few reference points. The playing aids and charts 
are all clear and well laid—out. The rules BOOKLET handy and relatively ~» 
unambiguous, although quick reference is not as easy as with SPI and the 
newer AH examples. A silly—putty type substance is also included to stick 
on the back of the units to keep them in place during play, and to "allow 
no unauthorized movement to occur" — you can even play it on the ceiling! 
Seriously, though, my enthusiasm waned when the backs peeled off my coun-— 
‘ters after a few games. 


The "Friedland" game-system is based upon SPI's rather successful NAW/Bo- 
rodino systems. Combat is mandatory between adjacent opposing units, ar- 
tillery may fire at unadjacent enemy units, units are primarily divisio- 
nal, the seale is 400 meters per hex, no stacking, no movement through fo- 
rests, etc. But, despite the obvious similarities, "Friedland" has expan-— 
ded upon this system greatly and I think this has resulted in a more rea— 
listic simulation of Napoleonic grand tactics. 

Reasonable command rules are a welcome addition. All French commanders ha- 
ve a factor (Command Element) which may be added to any particular unit's 
attack or defense strength, provided said unit is within a three hex radi- _ 
us of that command unit. Morale effeets are ignored within the command ra- 
dius. The French have four corps commanders with a CE of one, and Napole- 
on with a CE of four, so one can readily see that the French have quite 
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an advantage in this department. The sole purpose of the Russian command 
units is that a Russian unit more than ten movement points away from a 
command unit suffers from command isolation and may not move or attack. 


A twoedie CRT is utilized to allow for a greater range of possible out— 
comes. For each attack each player rolls one die, the sum total of which 
is cross-referenced with the odds column of the CRT to find the result. 
This was rather grandly described on an information sheet as "the combat 
system everyoody has been waiting for... BOTH players actively participa— 
te in each combat in EACH turn"! I will not vouch for the aforesaid, but 
there IS a variety of possible outcomes. Aside from the more usual elimi- 
nations, exchanges, retreats, and advances, routs and skirmishes are re-— 
presented. Since, for example on the 1-1 odds column there are nine dif-— 
ferent possible results the combat phase can really be full of surprises 
and nothing can be taken for granted. 


Unlike "Borodino" and "NAW", artillery units may not move adjacent to 
enemy units, but their range has been extended up to five hexes! At one- 
hex range the combat factor is doubled, at two normal, at three halved, 
at four and five hexes the fire may only be used as a soak-off and one 
may only fire five hexes from a hilltop to ground level. 

Morale effects are simulated by the use of a Morale Check Table (MCT). 
Units may retreat through EZOCs if the hex is oceupied by another friend 
ly unit, and retreat in violation of stacking limitations. However, if 
stacking results from a retreat, a die is roiled and the MCT consulted, 
The results can be additional retreats, or rout (unit is eliminated and 
counted for demoralization but not for victory points). Imperial Guard 
and Command units are exempt from morale effects. An army is demoralized 
when approximately half its forces are eliminated. : 

The only units that may move through forests are the Russian Cossack for- 
mations, realistically simulating. the Cossack's basic purpose — rear area 
harassment. Another interesting innovation is the ability of cavalry to 
move through enemy zones of control at an extra cost of two MPs. 


The Imperial Guard rules restricting commitment are similar to "Borodino", 
except that Guard units are only released by friendly losses reaching a 
eertain level. Until then they may not VOLUNTARILY attack, but may de- 
fend freely. Russian Guard units, unlike the French, are released if at- 
tacked, These rules result in a fairly realistic simulation of the hesi- 
tancy to commit the Imperial Cuard unless the chips were down. I feel 
that this is one department which requires a bit more thought and work 

on the part of game--designers, though. 

Another interesting addition, although not particulary innovative, is 
unit breakdown/combination. Any infantry unit of four or more combat fac- 
tors may break down into smaller formations in any combination desired, 
No longer must one be stuck with a single 8-4 when two 4~4's is what is 
needed. 


Victory is crnnuted with victory points (VP) aseumulsted by occupation 
ef geographical positions ard destruction of units. The game is balanced, 
but generally the victor is more or less obvious after fifteen game—turns. 


Tactics are basically the same as in "NAW"/"Borodino" except that cavalry 
is more important and artillery exerts its influence over mere of the 
battlefieiad. Cutting off the retreat of enemy units is a favorite tactic, 
aided by cavairy's newfound ability to sneak through zones of control. 

If the possibility for cutting retreat routes does not exist one usually 
tries to create a situation where it does. Heavy concentration on single 
units while using artillery's exeeptionai soak-off qualities is wery ef- 
fective generalizr. Pin the enemy and force him to counter-attack against 
“the odds, 


Grand tactics are more difficult. For the first nine turns the Russian 
player is poised to pounce upon tne vather outnumbered French and do him 
great harm. But alias, the French player moves first and the Hussian is 
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hampered by the miserable existance of a ravine separating his flanks, 
making lateral communications almost nonexistant. His problems are aggra— 
vated by the fact that the French have no such troubles and can move: from 
flank to flank with impunity, Whatever, the Russian player's big chance 
is right at the beginning and if he does not energetically attack and ex— 
ploit all French mistakes the situation deteriorates rapidly as the 
‘French Imperial Army enters on his left. As the French deploy, the Rus— 
Sians sweat, Can the French be held before the Alle viwer or does the 
Russian have to risk a fighting retreat to the bridges? There is an ob-— 
vious defense line among the hills well forward of the river, but once 
broken through there is only open terrain, and the Russians attempting 

to retreat across the water can be cut to pieces, as they were 168 years 
ago. Ich, teh, ali this would have been avoided if he had destroyed the 
French covering force and swung to meet Napoleon on his own terms. 


I believe that "Friedland 1807" is superior to its obvious peers "NAW" 
and "Borodino", and possibly the best Napoleonic grand—tactical game I 
have played. It has its faults, but I feel it has its place in the libra- 
ry of all Napoleonic freaks like myself. For others who enjoyed the "Bo— 
rodino" system but would appreciate a bit more realism and complexity, 
here it is. A very good game and excellent first try from Imperial Games. 


(PS. In accordance with the recent controversy regarding review writing 

~ E 6-8, p 82) I will give a short description of my wargaming tastes so 
that the reader may recognize my biases: I prefer medium length, interme-— 
diate complexity games. I lean toward land 

environment games of just about any historical period except the extre- 
mes ~ biblical age, and far future -, I am in favour of Command Control/ 
Panic. I prefer 'simulations' ower 'games', I am an amateur historian 

and play the games mostly for the historical flavor. If my reviews seem 
more 'favorable' and less ‘critical' it is probably because I. generally 
do not bother to review games I do not enjoy to some degree.) 


Imperial Games' address: cf Jack Greene's review, above.— Also availab-— 
le by Lou Zocchi, 1513 Newton Dr, Biloxi, Miss 39532, USA: 97+81 post). 


((wlh.: "Friedland" announced in E 2,30.-— Reviews in "The American Warga— 
mer" 11,10 (May 75): Kevin Slimak: "Rules aren't bad, only one contradic— 
tion; I can't say anything about play balance though as I've yet to actu-— 
ally play it." Rod Burr, shortly describing the game, notes "several im— 
provements" upon similar SPI games (Austerlitz, NAW, Borodino).)) 


FREDERICK THE GREAT (by Rian van Meeteren, Holland) 


"Frederick the Great" is the game included with S&T 49. The game covers 
four scenarios; one for each of the first. four years of the Seven Years 
War. The first scenario is in fact a Basic Game with only the half of 

the normal amount of turns and much less units in the board, but with all 
rules in effect, : 


The combat units are very abstract. They are given in Strength Points, 
that can be combined in any denomination. The principal difference with 
units in other games is that they are stationary. Movement capabilities 
are given to them by stacking them with special Leader counters. 

The Leader units possess an Initiative value: before moving a die is 
rolled, and the number is added to the Leader's Initiative value. This 
number gives the movement factor for that Leader for that turn.— The Ini- 
tiative value is also important when judging if a Leader is allowed to 
move out of supply. 

After movement the opponent may force-march (subject to attrition los- 
ses) any force that he sces fit. In this way it is only possible to have 
combat if the defender wants to. 

Combat is solved by a differential table to which Leaders can add/subs— 
tract attack and defense bonusses. Losses are in percents of the total 
force comitted and also Leaders can get killed. 
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Another very important feature of the game is limited intelligence. Units 
have to be stacked in a very strict sequence: Strength points at the bot— 
tom and Leaders on top with the lowest numbered Leader (the force's com— 
mander ) topmost. The contents of such a stack may not be examined by the 
opponent except in combat situations. So in combat one does not know to 
what odds one commits himself. beforehand, 

Besides the Leader rules and the limited intelligence, supply plays a cru- 
cial role in the game. It can be drawn from fortresses or from supply de— 
pots. As the siege of a fortress is a difficult enterprise (but necessary 
for victory conditions) supply is usually drawn from depots. These must 

be linked to each other and finally to a friendly fortress by steps of fi- 
ve hexes maximum in order to be active. 


Victory is decided after 18 turns (9 for the first scenario) by totalling 
VPs for fortresses in possession and deducting strength points losses. 
For the Prussian player losses above 15 strength points are counted doub— 
le so attrition by battle is unfavourable for him. 


I'm not very acquainted with the period, but I've got the feeling that 

the game really depicts the situation as it was. Armies try to sneak past 
each other to cut the supply lines and so forcing the enemy to retreat or 
to make him take supply attrition losses and at the same time interrupt 
the sieges. 

If one of both sides accomplishes this, a battle is usually the result. 
Those battles can be very bloody for both sides whatever the odds are, and 
so they are always unfavourable. The loser gets demoralized and usually 
suffers also some prisoners of war; which can be exchanged in some scena— 
L10S; 

The feel of the game is also represented in case a fortress is successful— 
ly ‘sieged. The defenders can be granted or denied the honours of war or be 
asked to surrender. If they refuse the last thing,they have to be stormed 
with an equal factor elimination resulting. 


I think it's one of the best games out of S&T this last yeas. ibs a -go0d 
simulation and at the same time a very good game — a very rare combination. 
4 


The rules are simple, clear, and easy to learn. It should be a good buy, 
if you're not a S&T-subscriber. 


((wlh.: S&T—subscriptions by: Simvulations Publications Inc, 44 East 28rd 
St, New York, NY 10010, USA: $12 + ca $6 postage; SPI-UK sells it for at 
about the same price (47.50) — butthe SPI-USA subseribers have got now 
S&T 49 (Mar/Apr) by sea~mail, S&T 50 (May/Jun) by air-meil — the SPI-UK 
subseribers only got issue 47 (Nov/Dec) 2p. bO- Mow: «<)) 


wih. "Moves". 21,23-26 has an article by Frederick Caorgian: "Frederick 

the Great: Play Optimization", discussing tacticts and strategies of FtG.- 
A first short review in "S&T" (!) 50,37 by Richard Berg says "#mphasis on 

maneuver and feint; more casualties from marching than fighting" and des~ 

eribes it as "fairly complex and long", 


Back—issues "Global War": E 6-8,72 review by Tom Oleson.~ "The American 
Wargamer" I1I,10:11, short description by Rod Burr: "The map uses a new de— 
vice to show different types of terrain. Each type of terrain is a diffe- 
rent color and there are about six different types of terrain, This tends 
to give the map a rather confusing appearance at first glance especially 
since coastlines are also printed but have no effect on the game." In the 
same issue, page 12, Kevin Slimak comments: "Reactions are mixed. The ga- 
me places a lot of emphasis on production, which tends to lead to a United 
States ‘liber alles' game.".~ In "The American Wargamer' Ti, lis5 you?ll 
find "Global War — A Variant" by Ethan Burger and Bill Weis.— "moves" 20, 
p 18 (footnotes): Kin Allen: "Commerce Raiding in 'Global War'" (with an 
alternate Sequence of Play for the Naval Stage proposed).— "moves" BOOTS 
John R Heydt: Sequence of Play Flowchart. (which might be rather helpful to 
be organized as well as possible in playing the game) .— 


<> NOTE MY NEW ADDRESS: Walter Luc Haas, Postfach 7, CH-4024 Basel 24,Schwoiz. 
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OPINIONSAND INFORMATION 


SCHUTZTRUPPE; "WWI in Hast Africa. Good physically {it uses SPI's hex-- 
numbered mapsheet; publishers should note that while it is OK to do their 
own, similary fashioned maps with numbered hexes, it is really NOT okay 
to actually use SPI's blank sheets, reproducing them for your own game. 
They're copyrighted:: SPI has little, if any, intention on sueing anybody 
- but they ARE copyright, so game publishers ~ especially amateur publi- 
shers — should beware.) The game is quite interesting, good design ideas, 
plays well, but has some strange rules that are a bit hazy, the interpre- 
tation of which may lead to some arguments. With some errata could be a 
nice addition." (RICHARD BERG). ‘ 

wilh. Available by Jim Bumpas, 948 Loraine Ave, Los Altos, CA 94022, USA; 
US-price $5.- "Wargamers Information" 5 describes it as "Hast African 
Guerilla 1914-1918 (1...) designed to simulate only a part of the four- 
year campaign in German Hast Africa. The scenario begins in Jan 1916, 

and runs to the end of 1917. 22"x34" black and white map, 140 die-cut 


counters.".- "Bushwhacker" 5 mentions: "The rules are not very well writ - 
ten, with some ambiguities, and are on one or two occasions confusing, 
but can be figured out in a minute or two.".- "Signal" 79: "Some parado-— 


xical rules, but some nice ideas. Looks like fun — plays fairly quickly. 
{...) interesting game. 


NEW BLITZKRIHG RULES: "It has become a complete new game. Until now I've 
only read the rules and played some moves of the basic game. Unlike the 
old version of the game the game developed rather interestingly. The ma—- 
jor contributing factors to this are: 

Differentiating armour and infantry. Armour can pass through inf Z0Cs and 
can even move through one ZOC of an enemy armour (when starting in this 
armour's ZOC). Infantry adjacent to enemy units are engaged, can't move, 
have to fight. This could make for tremendous kills; but they've changed 
the interpretation of the A elim and D elim and Exchange results. Only 
one unit is eliminated, the others are — if possible - retreated. 

They also changed the stacking limits from 12 CFs to 3 units, making it 
possible to mass more power in one hex. 

I think the basic game is very interesting although one probably should 
play it with the optionals - which I didn't do up to now. 

As for the tournament rules, they are pretty complex and I'm not really 
sure, whether they enhance playing pleasure, but forthe complexity freaks 
like Tom Oleson ete I think it should be good. 
One think should be mentioned also: they did away with the combat point/ 
supply system and the reduction of supply by bombing cities. This should 
reduce the required paperwork tremendeously." (RIAN VAN MEETEREN ) 

AH also published some time ago the new STALINGRAD rules, and now also 
new WATERLOO rules. Price, address: cf News page. 


FRIEDLAND: "Boxed, quite attractive physically - albeit the cover being 

a bit primitive artistically. Fairly simple, AH-style CRT, NAW-type rules, 
with additional artillery bombardment rules. Problem with game is it 
starts too early in the battle. Fast—playing. Print on the counters is 
kind of small." (RICHARD BERG) 

(Cf review of Jack Greene in this issue of E). 


GLOBAL WAR: "Has been nicknamed ‘Gobble War' and ‘Victorious American 
Factories’. I believe that you may not like this one; not only is Switzer 
land not impassable, it does not appear on the map.- We found several 
amusing tricks in 'Globai War' (actually, I should not say 'we', as I on— 
ly watched), for example: the Americans can start out by building ASW 
units agd using their move on turn of build capacity to put them in Pearl 
Harbour. (perhaps I should say 'if') * When the Japanese attack Pearl Har- 
bour the ASW units shield the fleet from any harm and then join in the 
counterattack on the Japanese. There was also a beautiful point when the 
Americans were considering their island-hopping efforts in the Pacific 
with the first step being the Japanese home islands. The possibility of 


E 9,37 Ops & in’ 
HHH KH KKK KKK KKK HHH KH KKH KEI H HK EHH KEK HHH HEH HK IKK HK KH KE HK HHH KEKE KEE KEKE EI 
the war starting with the British giving the Americans lend-lease (so the 
Americans could start an A-bomb immediately) was also discussed." (GEORGE 
PHILLIES) . 3 

"The main reason why our play - cf E 6-8,73/Tom Oleson — turned out so 
disastrously is that we were reading several rules incorrectly; mainly 

the production rule. We were building too much, too soon. Does change the 
game somewhat. It also points out something interesting. Both Tom and I 
are veterans of extensive playing. The fact that both of us could come to 
the same wrong conclusion is not so much an indication of bad rule—writing 
(here the fault is equally divided, the problem being one should not pla-— 
ce assumptions in rules) but that oftimes a game is regarded as bad becau- 
se the person(s) playing it are not playing it right! A problem, that, un— 
fortunately, is difficult to overcome. ‘Global War' is a long and diffi- 
cult game — but it is fascinating, a major improvement over the rapidly 
waning *Word War TI"." (RICHARD BERG) 

"I'm very curious about 'Global War'; it's a most ambitious game to be su- 
re, and I can't believe it is as much a disaster as what happened in San— 
ta Barbara.” (MARK SaHA)((cf also some remarks in his reviews; Mark is 
still trying to soive some rules problems and will certainly write more 
detailed about it Later.)) 

Then, MARTIN CAwPION wrote me several pages about the "frustrating story" 
of playtesting 'Glcbal War'. By the way, Martin —- could you send me a 
shorter version of it? I really would like to publish it, because it is 

a very interesting, illustrative story which explains really very good 

how it comes that some games are not what they could and should be... 

Some of his final comments might be given here already: "The game must he 
saved, because it is unigue and uniquely appealing. We played the long ga— 
me four handed, but people dropped out and came back in over the four or 
five weeks it took us to play the game at one night a week. Everyone agre— 
ed that it was a terrible game, that the rules were full of holes, that 

it allowed vidiculeus things to happen, etc. Nobody suggested that we quit 
playing ary sooner than we did - when we did it was because we came to a 
rules difficulty that could not be resolved in a friendly fashion. This 
was araound the middle of 1944. When we finished this terrible game, two 
of the other players went out to buy their own copies. We were all con- 
vinced that the game was both salvagable and well worth salvaging. 

Right now, I am in the middle of designing my variant. While I am at it, 

I am going to inciude some things. that could newer have been in any publi- 
shed version. I am going to use the 'WWII' map (slightly revised) for the 
European and North African areas, and go into the ‘Global War' map for 

the rest of the world. I am going to use this game as a major part of the 
classwork for my course this summer in 'War in Western Civilization', and 
improve the design and piaytest thereby." (MARTIN CAMPION) 

Incidentally. he reports that they also misunderstood one thing of the ru- 
les (about fortifications), and he also adds that Tom Qleson also misun— 
derstood the thing with the chance involved in the delivery of an atomic 
bomb, £fter all, if such a lot of misinterpretations and misunderstandings 
happened to the gods of the wargamian Olymp, what shall the poor little 
player of the street do with such a game? Just pay his 33s, get a littke 
bit more frustrated, and go back to play Monopoly instead? 
SEARCH & DESTRO’: "Perhaps I should add that players who like ‘fniper' 

and ‘Patrol’ will probably find S&D too simple a game. Here each unit re-— 
presents €-12 men, although snipers are individuals. Also, this is best 

as a two ovlayer game since the Vietcong side uses inverted units. It is 
still possib’e to play the game solitaire according to rules in the ori- 
ginal 'Grunt', but these rules are not included in S&D." (MARK SAHA, cf 
his review earlier in this issue). 


SSN: “A modern tactical submarine combat which includes a lot of hidden 
movement, Surface and underseas ships include Russian, US, French, and 
English including the USS California, Los Angeles, Nimitz, Lafayette, the 
French Daphne, Suffren, the English Leander, Dreadnought, the Russian Del- 


E 9,38 eee Ops & Info 
KREKERKKE ER KKKK KKK EK KK KK HK IHK HK KK KKK KK KK KHER KH K EK KKH HHH HK HK HIE EK KK ERE HE 


ta, Kara, Moskva, and many others."((GDW-game, cf News—page)) (JACK GREENE). 


THE CRIMEAN WAR: "This game is for the advanced wargamer and suffers from 
omissions in the rules. Beautiful looking Sardinian, Turkish, French, Eng-— 
lish, and Russian pieces. Excellently researched. An unusual strategic ga~ 
me that includes somewhat tactical ‘action segments! whith well represen— 
ted battles. Includes individual battle scenarios as well as campaign ver-— 
sion. Also naval units. I am very excited about this highly detailed and 
accurate game." (JACK GREENE) ((GDW-game, cf News—page)). 


EAGLES: "Reason you might have trouble getting ‘Eagles! from GDW is tnat 
they'we sold it to AH!!! To be renamed ‘Caesar's Legions', or some such 
drivel. Is AH attempting to turn the 'minor' designers (altho GDW is no 
minor designer!) into a ‘minor League! (a baseball term, hopefully under~ 
standable to most of our readers). An interesting idea — sort of a farm 
system. If it works, why not!" (RICHARD BERG). 


DNO: (Re E 6-8,95) "Bad editing here, Walter. The impression is that I did 
not like DNO — to the contrary I like DNO." (RICHARD BERG). wlh: sorry! 


TOBRUK: "'General' 12/1 announces a new tactical game, 'Tobruk', whose 
units are squads, individual vehicles, and artillery sections." (IAN 
SPRAUS). 

"T am currently ((this was in May; wlh)) on a playtest of a new AH game, 
'Tobruk!, that looks VERY big. Imagine this: Not only a type of ‘leapfrog’! 
board, but also, apparently, pieces representing roads and buildings that 
can be 'deployed' to create a situation!" (MARK SAHA). 

The ad-~folder mentions that it is an attempt to combine "the fast-paced 
playability of a board game" with "the nitty-gritty nuances of miniatures 
games", "the concise-ness and clarity of a boxed board game with the mic- 
ro-detail and color of a miniatures game". "No other game yet published 
portrays tactical armored combat with such accuraey and still possesses 
such incredible playability. The game is an engrossing study of tactical 
combat presented in a scale that insures that the action is truly tactical: 
Hach hex is 75 meters and each turn represents only thirty seconds of re-+ 
al time." 500+ counters, many of them contain symbols front and back, and, 
for instance, “infantry units of squad and section size are coupled with 
a fast-play roster system that allows for INDIVIDUAL (i.e. ONE man) funec— 
tions to be easily represented"... it really sounds great and seems to be 
a very innovative game. First deliveries (i.e. before fall) for subscri- 
bers of "The General" only, cf News page in this issue. 


AH/NGC: "Avalon Hill have very generously given official permission for us 
to copy their rules and send them free of charge to anyone who wants to 
find out what a game is like before buying the game." This, I found in 
"Dolchstoss/Battleground" 31,16... Considering, that this service is only 
available for NGC-members, I don't know whether this was the best of all 
possible solutions to be found to create such a rule—bank, but... 


BALBOA: Bill Comito acquired Balboa Games (Box 989, Bellflower, Ca 90706, 
USA). They sell games of other companies also (like some Zocchi-games), 
and the Balboa games "Bataan" ($5; cf review in E 10, probably), and "Fo- 
bruk", game no 1 of a Panzerarmee Afrika Series (#5)... I suppose we'll 
soon have to name the games like Dippy—variants, i.e. for instance "Tob-— 
Pu oe brik ab De Gthiees Ae 

The ad-folder says that this Tobruk-game is on a battalion/regiment level, 
provides six scenarios, depicts the April-June 1941 fighting, includes a 
three-color mapsheet, die~cut counters, rules folder, scenario cards and 
playing components (whatever that is). Actually, it is not a new game: it 
was first published in 1973 as far as I am informed. 


MARTIAL ENTERPRISES published - according to an ad in "Panzerfaust" — a 
game "La Bataille de la Moskowa" (which is not from SPI as "Signal" 79,2 
pretends); though I wrote them some weeks ago, I couldn't get any reply 
and further info; since their game is rather expensive ($14.95), you bet— 
ter keep your money in your pocket. Another Liberator/Taurus?? 


E 9,39 Ops & Info 
KKHK KKK KKK EHH KH KKK KKH HHI K KKK HK KKK HEHEHE KEKE KH IK HHH KIKI HK HHH HII KKH HK EH 
TAURUS: "I know of no ome who has seen any of the Taurus games; that they 
charge money just for their catalog probably discourages further sales." 
(GEORGE PHILLIES). 

"T will second the caution about Taurus. They are five weeks overdue some 
games for me at this writing. I will let you know if, and when, I get any- 
thing from them. In the meantime you should probably hang on to your 
francs, pounds, and pfennigs." (CLIFF SAYRE) (Now, several weeks later 
still didn't get the message, that Cliff got something from Bees <4 
"T have had some bad reports about Taurus. A couple of my associates have 
ordered things from them which have never been delivered. The word is go- 
ing around to be very wary of doing business with them." (GARY GYGAX). 

Cf also E 6-8,108; of course, I never got an answer on the letter which I 
wrote them months ago. "Panzerfaust" 68 publishes an interesting letter 

of Mare Miller (GDW) showing, with exact dates, his experiences with Tau- 
rus: in early Oct 74 he ordered two games, advertised as 'now available 
for immediate sale'; after several visits to the addresses given as addres-— 
ses of Taurus (one is a mail-box only), after several enregistered letters 
also, finally in March 75 he got a letter of Taurus, explaining him that 
the games are not ready.yet and complaining that he dared to complain... 
Okay —- but now at least all zine publishers know that this Taurus thing 

is at least strange, if not criminal: how comes that several zines still 
publish their advertisement? Cf "Panzerfaust" 68,493; "The American Warga~ 
mer" IIT,11:8; "Pursue & Destroy" 1,11:45. What kind of journalism, what 
kind of ethical behaviour, what kind of service towards their readers is 
this? 

TWWOG: Several of our readers confirmed that they got a very prompt reply 
on their letters and a fast delivery of their catalogue. But also I got 
several complaints that most of the SPI-games are not in stock, and also 
that some AH-games could not get delivered. 

LOIS WILLIAMS of TYWOG replied to my questions concerning partial bad ser- 
vice: "We do still carry SPI games. However, we have had trouble with our 
supplier and currently have only about four games in stock. We have got- 
ten far behind in orders because when I order them, the supplier backor—- 
ders them to me. (...) We hope to be able to soon eatch up and stock ga~ 
mes before they are sold again so orders can go out immediately. However, 
until then they will be slow, but we will get them out." 

I appreciate this open answer ~ I only wonder why they didn't mention any- 
thing of their problems in the June/July edition of their info-zine "The 
Game Board"... 


S-AFRICA: "Bulge" and "Kriegspiel" have been seen by TONY JONES in a shop 
in Johannesburg, South Africa... 


AMSTERDAM: The American Discount Shop, Kalverstraat, Amsterdam (Holland) 
has most of the AH-games and sells them rather cheap: the $8 games. for 

21 guilders, the $10 games for 30-31 guilders ($1 = ca 24 guilders). (RIAN 
VAN MEETEREN) . 


ACUMENT (Sweden) seems to have given up selling CoSim-games. (TORBJORN 


MINI FOTO, now SPI SCANDINAVIA (Box 44025, S-400 76 Goteborg, Sweden) 

has some supply problems: "The going is very tough as I don't seem to be 
able to get enough games to offer players full service. But I am not go— 
ing to give up. Slowly but surely I am makeing the necessary contacts to 
suceed." (REGINALD B ATKINSON). He seems to sell his $8-SPI-games for 

SKr 50 + 10 p&p (price for WWII), NAW costs SKr 35 + p&p, "Richthofen's 
War" SKr 45 + p&p ~ I don't know whether he has other games in stock also. 
Can some Swedish player tell me how much SKr you have to pay for $1? 


TRADITION (Oesterlanggatan 10, Stockholm, sells AH-games, as I got infor- 
med by BJORN JOHANSSON and TORBJORN ALM. Members of CoSim Sweden will get 
a discount. Prices and stocks unknown. Torbjorn Alm gave me a different 
address of AH Games Scandinavia: Box 329, 5-131 03 Nacka 8, Sweden. 


I 
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SPI Denmark: Jérn Schréder Eriksen, Kjaerslund 2, DK-8260 Viby J, Denmark, 
has most SFI games in stock, "but most of them only in one copy". "My pro- 
blem is that my money is small and that I at present sell only very few 
games.""To get a game not in stock from me will take rather long time, 

but if anyone orders a game from me and the game isn't in stock, I'm wil- 
ling to send the money back at once, if the buyer doesn't want to get an-— 
other game." Not in stock are Bull Run, 4usterlitz, Foxbat & Phantom, Cen~ 
turion, Grenadier, 4#ifle & Sabre (per June 6). 

Jérn makes the following special offer for SPI-8%-games: If you mention 
that you read about it in "Europa", if you send the money to his giro ac- 
count (5 26 12 28) or pay with bankcheck drawn on a Danish bank, if you 
give at least one alternative choice, and if you order before Sep Ist, 
then you get the games for Dkr 50.- If this offer is well received, he 
might consider to make it a permanent one. 

Normal prices: $8-games for DKr 55.-, WITE-DKr 135.-, NAW Dkr 15.-, S&T 
subscription DKr 120.-, ete: ask for his detailed price list. 


SKYTREX (28 Church St, Wymeswold, “Leicestershire, UK) are importing SPI 
and games of other companies (CHARLES VASRY). 

I wrote Skytrex a ltter four weeks ago, asking for details — up to now no 
reply arrived. 


HUROPA should get mentioned, if you order something from somebody: it 
might perhaps help that those people get more familiar with our zine - 
and that then they reply faster (better: at all) to my letters, which, I 
feel, would help you also... 


SPARTAN, told folded in a former issue of E, is alive again... 

"I finally received my copy of 'Spartan' 8 after I don't remember how 
long. The editor is now Thomas R Coveney. The editorial policy has been 
Stated as a desire to widen the scope of the magazine as a wargame jour-— 
nal. They are promising a letter column, boardgame variants and suggested 
rule changes, uniform guides for miniatures, articles on organization of 
various army units and their application to miniatures. The article empha- 
sis will be on ancient thru American Civil War. I personally would prefer 
to see some emphasis on a more regular publishing schedule.-- Issue 8 
consisted of 10 articles: Plan Black and the Canal Zone deals with a 
fleet exercise in the Carribian and the canal zone. The next two articles 
are brief synopsis of the careers of the British Dummy Battleship 'Centu— 
rion’ and the Italian ‘Alberto DI Guissano Class CLs. The comes Jutland 
Replay, Norman Beveridge jr, description of a game he had played. Then: 
Alfred Thayer Mahan, about a 19th ¢ naval strategist. Following is House— 
to-House, a continuation of the Spartan WWII miniature rules. German Ar— 
mored PzBl Unit Redesignation, suggested revisions for PzBl unit strengths. 
Next comes Hitler's Five Plunders, a historical article, then Imperial 
Roman Legions, an articles for miniatures, and finally Waterloo replay, 
another game desceciption.—— All in all I thought it was a rather dull is— 
sue. (BRUCE CHIN). 

"For some years 'Sparta' claimed, and probably had, the largest member— 
ship of any wargaming club, as well as a fine magazine. About a year ALO, 
the club disintegrated. Therefore, I was surprised to find this magazine 
in my mail box. No reference is made to the hiatus or the reasons for it. 
Altho under new editorial direction, the slick appearance is unchanged.= 
'The Spartan’ is a big magazine (8$"x1l", 50 pages, quite a few ads), but 
the content is no longer as interesting, to me, at least.-~ Isn't it odd 
that the more games we get, the less is written about them!? This is an 
exaggeration, of course, but if you substract the first-out reviews, the— 
re is no where near as much written about PLAYING games (per game) as 
there was when we had 10% as many as today, and I believe the reasons are 
obvious.—- What we do have is a lot of military history, and that is most~ 
ly what you will find in the revived 'Spartan', with a leavening of game 
material (on Jutland and Waterloo..!). Most of this falls in the category 
of ‘topics I really didn't want to know that much about, thanks anyway’, 
as far as I am concerned. In short, while I welcome back 'The Spartan', 
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this issue has a bit of a ‘from the archives! look about it, soI hope no 
9 is more like the magazine in its heyday." (TOM OLESON). ns 

"I have enjoyed some previous issues more than this one where there was 
more emphasis on games and less on history. That, of course, is my per-— 
sonal preference." (CLIFF SAYRE). oy 
(Spartan International, Box 1017, Bellflower, CA 90706, USA; quarterly.. 
hopefully, B9/4 issues, overseas: $15/4 issues). 

Another contact, incidentally, which I tried to get and which up to now 
still remained unanswered. Maybe I shouldn't mention all those people 

who even don't care to reply... 


PURSUE & DESTROY, another new zine, cf E 6~-8,114. The first two issues 
are out; I got some comments on number 1: 

"This is the first issue of a new zine. It is 48 pages, offset printed in 
the 53x84 inch format, the size of 'Panzerfaust!. The graphics are excel 
lent with nice line drawings, maps, sketches, ete. The emphasis of this 
‘issue (which the editor also notes) is on history articles and some game 
reviews. The editor desires more game-related articles for future issues. 
The zine is divided into sections devoted to land warfare, sea war, air 
warfare and space with appropriate reviews and articles grouped in each 
category. The articles are well-written and interesting." (CLIFF SAYRE). 
"Tf it's true that imitation is the sincerest form of flattery, then 
'Panzerfaust' must feel flattered indeed, because here is another. simi- 
lar magazine. This is not meant as criticism of P&D, but rather praise. 
It's hard to say if the content of ‘this~first issue will be the future 
-pattern, but if so, altho the magazine looks like 'Panzerfaust', it reads 
more like S&T, with most of the space devoted to analysis of weapons and 
historical articles, with only a modest leavening of game information. 
Altho. the amount of information available to wargamers may be approaching 
the Sa borevlon pole, P&D is certainly worth taking a look at." (TOM OLE— 
SON; © 7 

"P&éD — first issue, with articles on: XM-l, The Main Battle Tank of the 
Future; The Evolution of the Battle Cruiser; Pacific Bomber Offensive; 
game reviews’ of WWIII, Missile Boat, 6th Fleet, War of the Worlds; and 
promises to have’ more game-oriented articles and fewer historical artic- 
les in future issues." (IAN L STRAUS). 

wlh, The second issue, 48 pages again, has the same printing and lay-out 
qualities as issue 1: it looks really very nice. As per the contents, 
there is no change either: The Evolution of th Battlecruiser in the Roy- 
al Navy (part II); A Brief History of Armor for Warships; Operation Cob-— 
ras; Naval Aviation in WWII (part I), HMS Upholder — Mediterranean Subma— 
rine; reviews of The Flight of the Goeben, SSN, of the zine Air Interna 
tional, a Lusitania-book, and a survey of SF-fanzines. They promise again 
more game related material in issue 3, which probably will be delayed, as 
: well as issue 5 ~ somewhat astonishing considering their staff of-five 
"people, Their obvious lack of time (they are all in the ‘Army) doesn't al- 
low a too optimistic prognosis for the future of P&éD, I would say ~ nor 
do the sad (maybe also more costly) examples of the failure of "Battle- 
flag", "Spartan" I, "Conflict", which all appealed much more to the ave- 
rage CoSim-gamer than P&D does. ate 

And, their 'historical' articles are as useless as the ones of S&T, since 
they also "do not, unfortunately, have the space available within our pa 
ges to print such things as bibliographies" (P&D 2,47). History is a sci- 
ence and has to be handied in a scientific manner ~ or it is only futile 
bla~bla. 

(P&D, Larry L Bost, First Echelon Publications, 10018 Carswell, El Paso, 
TX 79908, USA.-.1/$1.75, 6/%7.50, Europe: 6/#12.60) 


SPia (cf also after the Prestags—review) "New in the works: ‘Battle for 
America’ (possibly 2-map invasion of the US), ‘Dixie' (S&T; NvS$ agains 
probably in the 1930's), 'West Wall Quads! (Remagen, Arnhem, Bastogne,etc), 
'The Punic Wars' (S&T), ‘War in the West' (companion to WITE — another 


blockbuster with diff nt blems... imm is_th d, Wild Jin ith 
WITE for those who are doing {7-10 y on Devtrts t1and) 8°¢Stcnks BaRE) Yt 
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CONFLICT: "‘Conflict' and its publication has been suspended for sometime, 
I figure at least two years. Basically it is a hard place to be and some 
hard decisions had to be made. As to our subscribers, in late summer/ear- 
ly fall they will receive notices from us giving them credits towards 
purchese of new products. Though they are the most loyal and long suffe-— 
ring from this state of affairs we will not forget them, just have a 
little more patience.— We got the money together for 'Conflict' 8 though, 
but we would not get out of the hole we are im nor speed up publication, 
A vicious circle. Instead of going bankrupt, the $¥ we have has been put 
into three ‘Puch Games' which are 'Battle for Hue', 'Khalkin-gol', and 
‘Battle for Jerusalem'. The first two are republished games from previous 
no—longer—available back issues; 'B f Jerusalem! would have been in 'Con+ 
flict! 9; it is priced at $8 and the other two at $7. The first two have 
some additional charts and stuff but basically are the same games that 
ome received a magazine with. A tank booklet will be published with the 
three games as well.~ Basically we have to improve our profit margin by 

a big amount — or we go under." (Jack Greene). 

Sad, sad, very sad, indeed. After "Battleflag", the old "Spartan" (there 
is a new one, cf elsewhere in this issue), now "Conflict" in which most 
of us invested such a lot of hope... oh, damn. 


AH: After the 1974-revision of the "Stalingrad" rules (91.50), the revi- 
sed rules for "Waterloo" (91.25), and for "Blitzkrieg" (91.25?) are avail- 
able now. Postage to Europe ea $1.50 (?) for those rules. 

"Tobruk" ($12), a new mail-order game (but available in stores in Europe) 
is scheduled for Fall release; the first print—run will be now available 
for subscribers of "The General" only (the first 500 games sold will be 
signed and numbered!) — their orders will be mailed in the end of July, 
More details in "Ops & Info" part. 

AH~games with German rules will be sold in all German speaking countries 
in autumn. Details in E 10. 


GDW: "Crimea" ($8.75) (Crimean War, 1854-55), and "SSN" (Modern Tactical 
Submarine/Anti-Submarine Warfare) ($8) are out. Postage: $2 per game, air 
$8 per game, in US funds.-— "Triplanetary" is $6.80, but will be $8 effec- 
tive 1 July. 

(Game Designer's Workshop, 203 North St, Normal, Illinois 61761, USA) 


RAND is, as far as I am concerned a lousy enterprise, and I don't advise 
Kuropean players to order their games. Not only I never got any answer on 
several letters which I wrote to them during the last months, I also did 
not see any game yet, though I did send them some money in the end of 
March; my complaining letter of May 2ist did not get answered also... 
Which are your experiences with Rand? 


SPI: Effective 1 September SPI-prices will rise: "S&T" $14 (now $12), 
Moves" $8 ($7); on the other side, if payment accompanies your order and 
if you order at least three games, you may get the following games for 
$4.95 each: Btl of Moscow, Combat Command, Fall of Rome, Flying Circus, 
Franco—Prussian W, Grunt, Leipzig, Lost Battles, The Marne, 1918, Rifle & 
Sabved; Gekiimage) (Koar of whe Bat, ond. (this one: fo 6?.05) late = 

Errata "WW8", "Global War" available (SSE).- Other SPI-info cf in the re- 
view~part; newest releases "Btl f Germany" (in S&T 50), "Modern Battles 
QuadriGame", "Dreadnought".—- Post-fees to Europe: S&T $3, moves: $1.80 


AWARDS: The 1974 Charles Roberts Nominees for the final ballot are: Best 
Professional Game: Bar Lev/Third Reich/Starforce Alpha C; Best Professio- 
nal Magazine: Conflict/General/S&T; Best Amateur Game: Manassas/Parlia-— 
ment/Zeppelin; Best Amateur Zine: Albion/Europa/Jagdpanther. No comments, 
but they certainly will follow in E 10... 


MINI-CON BASEL; August 23/24 or 30/31; main aim: get-together; introdu- 
cing "Bumm"—Dippy~players into CoSim; limited space, priority for "Bumm"- 
players; but, if you're interested also, please, let me know. 


MORE NEWS in Ops & Info — and, sorry, in E 10... 


